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TROLLS CALk ... TO INFINITY 
By Dan Prentice 


So, the lucky number 13 Trollszine has arrived on the virtual bookshelves, in it's 13th year of 
publication. 


There have been some pauses in our adventures as a (ahem) quarterly publication but we are 
still going strong and bringing some of the best Tunnels & Trolls material to our readers. 


Looking back through our 
past issues and forward to 
this one issue, I am very 
proud that we continue to be 
able to encourage new au- 
thors to come forward and 
find new ways of approach- 
ing our great game. We have 
two great articles from Derek 
Riekstins-Morgan (our 
beloved cupboard gnome on 
the Trollbridge). Raise a Pan- 
galacticgargleblaster to Gal- 
axies & Trolls, his treatment of 
Trolls in space and then make 
friends with some monsters.. 
We also have Ron King’s 
methodology for gaming 
without a gamesmaster, 
some brand new magic items 
from Jason Mills, and fittingly 
for our 13th issue a solo ad- 
venture Called Just Your Luck 
by Sid Orpin. We are very 
lucky to have them all. Also, a 
take on the Witcher in T&T 
by your humble editor. 


These articles really excited 

our artists and we have some 

excellent new pieces special- 

ly drawn to match. | hope 

enjoy them as much as | 
0. 
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I wish to dedicate this issue to my wife, the wonderful 
SUE, Who walked with me through Life FOR the Last 37 
YEARS, mcLuómo pLaymo no small NUMBERS Of ROLE pLaymo 
Games with FRIENDS and MYSELL. she Left us m JUNE, GONE 
eut NEVER ftogootten. dan. 
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COMBAT WITHOUT COMBAT 


(Monsters are just friends you haven't met) 
By Derer Rierstins-NoraGan 


Not every delver wants to spend long hours hacking and slashing and hacking and slashing. 
Sometimes it is just nice to have a change of pace (and less bandages). There are stunts of 
course, but even with those, most encounters with hostile creatures or grumpy uglies end with 
an exchange of blows. 


So, how about an option to resolve encounters without fighting? Instead of rolling for attacks 
and damage, perhaps you roll to see if things are friendly or not? You could also have the op- 
tion of a flourishing display of your weapon prowess, surely no one would dare to challenge 
you after that? 


Charisma Challenge 


Not everyone you meet 
in a dungeon really wants 
to kill you, some are sim- 
ply misunderstood. 


When you meet a chal- 
lenging opponent, roll a 
CHR check to see how 
they react to you. Roll 
2d6 DARO plus CHR. 
The CHR level challenge 
is MR/40 (round down), 
with a minimum Level of 
1. 


So if you met a hostile 
Crabby (MR18) you 
would be rolling against a 
LICHR. But if you en- 
countered a Bakkuko 
(MR700) you would need 
to succeed on a L35CHR, 
so perhaps try something 
else. 


Everyone in the party gets to roll as well and it all makes up the Charisma Challenge total: 


€ Roll on or over = you make a friend, they will help you but wont join you. If you get 
some double 6's the GM may also grant friendship and a gift, or even let them join you 
for a short while. 


€ Roll under = they ignore you and are unhelpful. 


€ Roll 3 = they dont like you and make life difficult lock doors, hide things, drop a banana 
skin, etc.) 
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With this method, CHR becomes a much more important attribute when building your charac- 
ter. 


Weapons Display or Flourishing 


Swirling your sword and showing off your muscles and dexterity, you show your enemy that 
you are not to be messed with. If you are lucky, they will be too intimidated to take you on. 


Normally CHR is the go-to for intimidating others, but using Combat stats in the following way 
allows for a RP combat challenge without the bloodshed. 


If you have the element of surprise, roll your weapon dice and include Combat Adds just like 
you would for traditional combat. If this exceeds the creatures MR then you have scared 
them off and they flee. 


Sometimes you might get lucky and they drop some loot in their haste to get away. For this 
you make a LK roll at a level set by the GM. The tougher the opponent, the lower the level, 
i.e. tougher challenges = better loot. 


If you don't have surprise, then both sides roll weapon dice plus Combat Adds and the side 
with the lowest roll has to flee. 


Group flourishing also applies, i.e. add it all up just like you would for the usual HPT. 
Those who flee will do everything to avoid you for quite a while. 


Optional: if you want the flourishing to last a bit longer, you can use CON and MR in a similar 
way to a physical fight, but no injuries occur, and the loser reduces their attribute by the differ- 
ence. Spite and armour ratings also apply. See it as reducing your or you opponent pride 
until you one of you can stand it no longer, i.e. CON or MR reduced to zero. 


[This all came out from a 9yr-old T&T players request to have a game-style where no one got 
hurt or killed, but in which you could still delve for loot and defeat ‘the bad guys’ 


OLLSZINE 


[5] 


"wo å 


Monster Maze of Zorr 


: Deadly Combat: 
Monsters! Mons 


JUST your Luck 


A Tunnels & Trolls!'M Mini-Solitaire 
Adventure 


By Sid Orpin '[AVERNMASTER 
š GAMES 
Introduction 


Just bad luck really. A misfortune; a mischance; a mishap. Whatever way you choose to look at 
it, the fates have not smiled upon you this day. Of course, you were warned not to pass 
through these woods with their evil enchantments and outlandish creatures, but you knew bet- 
ter. As for playing dice with a Satyr, such foolishness could only end in disaster. The half-man 
half-beast rejects the coins you offer in payment of your debt, waving them away. Then, with 
a mischievous gleam in his eye, he puts a set of pipes to his lips and blows a haunting tune. 


Your surroundings seem to melt away and as you appear beneath a canopy of thin, closely 
packed trees you hear his voice echoing in your mind, “I choose to take payment in a different 
way. You can entertain me by journeying through Nallander Wood. With a deal of cunning 
and some good fortune you may just survive. Watch out for the Giants and whatever you do, 
do not leave the path! That way leads only to disaster." While his mocking laughter fades away, 
you start to examine your new en- 
virons more closely. 


Just Your Luck is a solitaire adven- 
ture for Tunnels & Trolls™. It has 
been designed for the Deluxe 
version of the rules, though it will 
easily adapt to all other modern 
variants. It is suitable for charac- 
ters up to 4th level with no more 
than 40 combat adds. It is proba- 
bly best suited to warrior charac- 
ters, but magic users could cer- 
tainly take on the challenges pre- 
sented here with a little imagina- 
tion, a sense of fair play, and al- 
lowing WIZ recovery at one 
point per paragraph visited. As 
usual, only read the paragraphs 
you are directed to and keep a 
record of their numbers as you 
may be asked to return to places 
you have already visited. If you 
end up at a destination in Nallan- 
der Wood that you have already 
been to, it will be empty the sec- | 
ond time around. GA 


- meg m 


Now, go to 50 to start trying to 
find your way out. 


DANE 


Make a SR on SPD at your level. If you succeed, you avoid the warrior spirits and watch them 
charge off into the forest. If you fail, you are chased down, go to 77. Now return to 20 and 
leave here. 


2 


You stare unblinking at the Unicorn. The creature eventually breaks eye contact with you and 
kneels down allowing you to stand right next to it. It touches its horn to your hands before 
standing and vanishing into the mist once more. You have been given the gift of ‘equine empa- 
thy’. Simply put, with a L1 CHR SR you will be able to calm any equine animal to the point 
where you could ride it. Now, return to 80 and leave here. 


3 


Make L1 SRs on SPD, DEX and LK to safely climb up to the deck of the guard tower. For every 
failed SR, you are hit with each crossbow bolt doing 3D6 hits. 


If you are not hit, or you survive any crossbow damage, go to 61. 


4 


The moment you start to stuff your ‘earnings’ into your pouch, a female Fairy pops out of the 
skeleton's ribcage and begins screaming at you for desecrating the shrine to ‘Carrach The 
Mighty’. Before you can react, she has cast a Blasting Power at you that does 2D6 points of 
damage and then she flits away among the trees. Then, slowly at first, the massive skeleton 
steps towards you jabbing with its enormous spear. If you are still conscious, go to 56. 


5 


The gates are over 20’ high and have been exquisitely wrought in silvery metal to resemble the 
branches of the trees of this very forest. Bizarrely, they don't seem to be attached to anything 
but just float there surrounded by the same dense woodland that lines the paths. There are 
some runes fashioned in gold about 5’ from the floor that slowly metamorphose into a lan- 
guage that you can understand. 


The message reads, “These are Caeron' Gates. Use them at your peril!” 


If, in spite of this warning, you would like to push the gates open; they do not appear to be 
locked in any way, go to 83. If you think climbing them might be a better way to get out of the 
forest, attempt to make a LISR on DEX then go to 74. Otherwise return to 50 and make a new 
choice. 


6 


Employing your superior mental fortitude, you manage not to succumb to the urge to start 
picking the flowers. You could still grab some if you like by choosing which colour and going 
to 94; there's no need to roll on the chart when you get there. If you have no interest in flori- 
culture, you can return to 60 and leave here. 


7 


The closer you get to the tree stump the more you imagine that the pattern of lichens and 
cracks in the bark is a face leering at you. It is quite unnerving. Make a SR on CHR at your 
level. If you are successful, go to 52. If you fail the roll, also head to 52 but go via 87. 


8 

You scoff the purple mushrooms in no time. Apart from now having a permanently purple 
tongue, you may raise 3 attributes by your current level number. Now, return to 10 and head 
away from here. 
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You are not on the same wavelength as the Giant. He spots you and decides to stomp you 
instead of the Fairy. Go to 45. 


10 


You are at the edge of a circular clearing. 
There are pathways heading away south- 
east, south and west from here. As you 
were approaching, you could hear a loud 
voice cursing in several languages along 
with the noise of a large creature or person 
crashing around in the undergrowth. Now 
you can see what was going on. Most of 
the clearing is blanketed in mushrooms of 
many colours and varying in size from just 
a few inches to several feet tall. Stomping 
around amongst the fungi, there is a Giant; ۱ 
he is huge, clad in a suit of tatty cuirbollie ll) ARA m 
armour and wearing big leather boots. He is 
hollering at the top of his voice, "Come 
here you little b*st*rd! Dont think you can 
escape from me this time! When I get you, 
I'll stamp you into Fairy Jam!” You spot a 
female Fairy flitting among the mushrooms, 
hiding and trying to keep out of the Giant's 
way. It looks inevitable that she will get 
crushed beneath his boots sooner or later. 


What do you wish to do? To attack the Ci- 
ant, go to 45 or, if you prefer to try to dis- 
tract him, go to 81. If you would like to help 
the Giant find his Fairy foe, go to 68. Alter- 
natively, to avoid becoming embroiled in this 
battle of little versus large, you could try to 
creep across the clearing at 31. 


۳ AEG. 


VS | 


RNI 


When you leave, you can go southeast to 
70, south to 60 or west to 40, but go via 93 
to all of them. 


1 


When you get closer to the skeleton you can see that there is only one eye socket in the skull, 
so these are clearly the bones of a Cyclops. There is a small pile of treasure resting near the 
foot bones, coins and jewels glinting in the pale light. To grab some or all of this, go to 67. 
Otherwise, you could take a closer look at the giant spear at 73 or you could return to 40 and 
leave here. 


12 


The ship is violently torn apart amid the tempest, though you manage to hang on to a piece of 
wreckage. You take CON damage equal to the number you missed the SR by. When you re- 
alise you have survived, the ship and everything on it disappears. Now, return to 20 and leave 
here if you are still alive. 
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You quickly kill the creature and then notice that it is an odd-looking female humanoid just un- 
der 6’ tall with coarse features and very thick limbs. She could almost be a Giant that has been 
shrunk back to ordinary human size. Go to 16 to discover what possessions she is carrying that 
you could take, then return to 30 and leave here before the towering inferno collapses on top 
of you. 


14 


You slog on trying to get to the top of the silver gates but still you seem to be no nearer there 
than before. You blink and find yourself back at 50 with a D3 reduction in STR until you have 
escaped this sylvan nightmare. 


15 


The unicorn slowly calms down and eventually allows you to stand right next to it so that it 
can nuzzle into you. You are blessed and may increase your CON by the number of levels of 
success you had, permanently. The unicorn then vanishes back into the mist. Now, return to 80 
and leave here. 


Marion Brassfists Level 2 “Dwarf Giant” Warrior 


STR 12 DEX 12 IK 12 SPD 12 ار‎ 


CON 0 WIZ 10 INT 14 CHR 21 Adds 0 


WEAPON Enchanted Brass Knuckles (5D6 + 3 each) ARMOUR Cuirass 6 hits 


16 


An odd-looking female humanoid just under 6’ tall with coarse features and very thick limbs 
approaches you menacingly. She could almost be a Giant that has been shrunk back to ordi- 
nary human size. As well as her weapons and armour, her purse contains 5 diamonds each 
worth 1D6 x 100 GPs. Victory is worth 50 APs. 


T 
Make a SR on CHR at your level. 


If you are successful, your presence seems to intimidate the apparitions and they split up to run 
around you before they vanish into the forest. Increase your CHR by 1D6 permanently. 


If you fail, make the highest-level CON SR you can and head to 77. 


18 


You successfully guide the Giant to his target, and he manages to grab hold of the Fairy rather 
than stamp on her. He walks towards you and while he does so, he crushes her into a paste in 
his mighty fist; it is not an edifying sight. He wipes his hand on his jerkin and then picks some 
mushrooms and offers them to you as a reward for your help. There are pink, orange and pur- 
ple ones. He says he thinks they are all safe to eat and have helpful properties but that you 
cannot eat more than one type at the same time, and they go off almost as soon as they have 
been picked. 


To eat the pink ones, go to 26, the orange ones, go to 59 or the purple ones, go to 8. 
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19 


You come across your nemesis as he is wandering the forest path staring at the foliage and 
quaffing red wine from an ornate chalice. He appears distracted and has not noticed your 
presence. You may be able to catch him unawares. Attempt a L2 SR on the average of your 
DEX and SPD. If you succeed, go to 82, otherwise you must do battle. Silenus will fight to the 
death. 


20 


You are at the edge of a long, oval clearing amongst the trees. Paths lead northeast, southeast, 
south and southwest from here. There is a strange, ghostly apparition of an ancient sailing ves- 
sel in the middle of the opening. It has an open deck, a single mast with a square sail and a 
dozen oars on each side. The prow curves up and is shaped into the head of a dragon. Every 
now and then, from the corner of your eye, you catch movement on board but when you 
look closely you cannot make out anything more. 


What do you wish to do? To closely examine the ship externally, go to 66 while if you prefer to 
climb aboard and start exploring, go to 38. If you would like to move off straight away, go to 
43. 


When it is time to move on, you can go northwest to 30, northeast to 80 or south to 90. You 
can also go southeast to 50 but go via 93. 


21 


The unicorn instantly calms and kneels down to allow you to climb upon its back. Once you 
are settled, the beast charges into the undergrowth. In moments you are carried into a great 
bank of mist and then towards an ornate gate. Go to 63. 


22 


The further you walk along the northwest path the thicker and more impenetrable the fog be- 
comes. You begin to feel a tightness in your chest, you cough and become more and more 
short of breath. To continue onwards into the fog, go to 39, otherwise turn back to 30 and 
make a different choice. 


23 


The scent is astonishingly intense. A buzzing noise starts to resonate inside your head getting 
ever louder and you lose consciousness. Make SRs on all your non-physical attributes (INT, 
WIZ, LK and CHR). Increase each one by the level of the SR you made. When you wake, you 
have clearly thrashed about and destroyed the other flowers. Return to 60 and leave. 


24 


The fog gets thicker and thicker. You start to struggle to get your breath and soon you are 
fighting to draw any air into your lungs whatsoever. You pass out and eventually die. Bad luck. 
Close the book, your adventure has ended. 
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25 


Disorientated by the noise and lights you collapse amongst the leaf litter where you lay as your 
life ebbs away. Close the book, your adventure has ended. 


26 


You gobble down the pink mushrooms and immediately start to feel very strange indeed. For a 
few minutes you are dizzy but that soon settles. You are certainly changed. 


The magic mushroom has caused your attributes to switch around. The highest swaps with 
lowest; the second highest with the second lowest and so on. You really have become a totally 
new person. Don't forget to recalculate your combat adds before returning to 10 and heading 
away from here. 


27 
Make a L1 SR on LK. If you succeed, go to 65, while if you fail, go to 42. 


28 


The spear falls to earth followed by the cyclopean skeleton, though that tumbles in the opposite 
direction. Bricks, dirt and detritus from the bones are thrown into the air until you are enveloped 
in a choking cloud of dust. By the time it starts to settle, and you can see clearly once again, 
there is nothing left to explore. Return to 40 and leave here. 


29 


As you advance towards the unicorn, it snorts and stamps. It lowers its head with the horn 
pointing straight at you. If you attack immediately, go to 62. If you want to try to face the crea- 
ture down, go to 32. You could back down and retreat to your starting position by heading to 
49. 


30 


You are approaching a crossroads in the brick path with branches that head north, southeast, 
southwest and northwest. The bricks here are pristine and have clearly been swept clean of 
leaves and other forest detritus recently. The trees thin a little and you can see that a wooden 
structure has been built on thick wooden piles with a small roofed deck high up such that the 
path runs below. It looks like a watch tower of sorts and you can just make out a figure moving 
about inside the tower as if patrolling around the edge of the deck. While you try to inspect the 
construction more closely, a crossbow bolt lodges in a tree close to your head. Clearly the oc- 
cupant of the tower is unhappy with your presence. 


What do you do now? You could sprint at high speed beneath the deck and head off in which- 
ever direction you wish by going to 91. You could yourself try to shoot the guard who is shoot- 
ing at you by going to 48 or perhaps you could slip beneath the tower and either try to climb 
up to the deck at 3 or attempt to set fire to one of the wooden legs at 54. 


When it is time to leave here you can head northwest into a bank of fog to 22, north to 10, 
southeast to 20 or southwest through a wooden gate to 60. 


31 


The Giant is quite distracted, so crossing the mushroom grove unnoticed should not be too dif- 
ficult. Attempt to make a L1 SR on the average of your LK, SPD and DEX. If you succeed, go to 
84. If you fail, the Giant spots you and attacks, go to 45. 


32 


You are attempting to impose your will by force of personality alone on a Unicorn. Use the to- 
tal of your WIZ and CHR as if it were a MR to generate dice and adds; this is your Personality 
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Rating (PR). The Unicorn's PR is your level x 12. Run a contest as if it was between two Monster- 
rated opponents. 


If the unicorn’s PR drops to zero before yours, go to 2. If your PR drops to zero before the Uni- 
corns, you lose 3 from your CHR, go to 49. 


33 


The burning watch tower collapses on top of you. The only consolation is that your death is a 
quick one. Your adventure has ended, close the book. 


34 


The icy tunnel is extremely cold and runs slightly downhill so that as you slide along, you start 
to shiver as well as accelerate. 


Make L2 SRs on CON and DEX. 


Fail the CON roll and the cold does direct hits 
to CON equal to the number you failed by. 


Fail the DEX roll and you slide out of control 
through vicious brambles that do direct hits to 
CON equal to the number you failed by. 


If you are still conscious, the passage deposits 
you at 60. 


35 


The giant spear drops on to you doing 7D6 
points of damage (armour at face value only). 


If, by some miracle, you survive, return to 40 
and leave. 


36 


You rapidly ascend the gate until you have B 
climbed around 20’. Looking up, however, you =P: 
still seem to have at least 20' left to mount. If. =- 

you want to climb further, make a DEX SR at 
one level higher than your last one and head 
to 74. Otherwise, return to 50 and make a 
new choice. 


37 


The scent is reminiscent of rotting meat. You feel nauseous and start to lose consciousness. 
Make a L2 SR on STR. If you succeed, you lose 2 points of STR temporarily until you have es- 
caped from Nallander Wood. If you fail the roll, go to 79. When you wake, you have clearly 
thrashed about and destroyed all the other flowers. Return to 60 and leave here. 


38 


As you step onto the ghostly deck, it is suddenly transformed into the real thing. The longship is 
floundering amid enormous black waves in the middle of a tremendous storm. In front of your 
eyes, the steersman tumbles overboard and the vessel starts to spin and pitch even more vio- 
lently. What do you do? If you grab the rudder and try to steer into the waves, go to 57. If you 
think taking up an oar and pulling on it for all you are worth is the best course of action, go to 
51. Of course, you could just grab the closest thing to you and hang on for dear life, by heading 
to 86. 
TROLLSZINE 
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39 


Your breathing eases and you think you spot a set of tall silver gates ahead of you. Make a L1 
SR on CHR. If you make it successfully, go to 63. If you fail, you turn up at 50. 


40 


You have arrived at a roughly circular clearing in the woods. There are brick pathways leaving 
here heading northeast and south. There is a huge humanoid skeleton, at least 20’ tall, standing 
in the centre of the clearing leaning on an enormous spear. The bones have been bleached 
white and stripped of all flesh except for the massive heart resting behind the ribs. Once you 
have spotted the heart you become aware of a steady boom-boom noise repeating regularly 
every few seconds. Apart from this beat, there is an eerie stillness to this place, and it reeks of 
dark magic. 


What do you wish to do? If you want to approach the skeleton and inspect it more closely, go 
to 11. If you would rather look at the titanic spear, go to 73 or you could just stand and observe 
the scene from a distance by going to 89. 


When it is time to leave, you must go via 93 but you can go northeast to 10 or south to 60 
through a wooden gate. 


41 


The Unicorn is a large target at near range, so you need to make a L2 DEX SR to hit. If you 
succeed, go to 71. If you miss, the Unicorn charges you, go to 62. 


42 


While you explore or cross the clearing, someone or something attacks you from behind. 
Make a LISR on the average of your SPD, LK and CHR. The attack scores 2D6 + 12 hits. Every 
point you exceeded your target roll by acts as an extra point of armour protection (no dou- 
bling for warriors) plus, of course, you may use any actual armour you are wearing to reduce 
the damage further. Take whatever is left direct from CON. If you are still conscious, go to 52 
and fight for your life. 


43 


You head for the path you want to take away from the spectral vessel. The instant you do so 
the ghostly figure of a tall warrior wearing chain mail and swinging a war axe bars your way. It 
attacks you. Your opponent has a MR of (20 + your level x 8). Each combat turn you have to 
make a SR on WIZ, starting at L1 and increasing by one level for each subsequent round. Every 
point you fail any roll by will be subtracted from your combat total that turn. There is no ‘spite’ 
damage in this battle. If you reduce the ghost warriors MR to 0 or you survive 5 combat turns, 
you receive 70 APs and you can return to 20 and leave here. 


44 


Make a L2 SR on LK. If you succeed, return to 90 and decide which path you are going to take 
away from here. If you fail, go to 42. 


Baerthon Bovverboots Level 7 Giant Rogue 


ها 
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Your opponent is Baerthon Bovverboots. He is a Level 7 Giant Rogue and stands 20’ tall. 


He will try to stomp you unless you are at least 8’ in height when he will fight conventionally. 


Stomp Attack 


Use the total of your DEX and SPD as if it were a MR and generate dice and adds. Do the 
same with Baerthon (11 + 15 = 26: 3D6 + 13) and run combat as if it were between two mon- 
ster-rated opponents. Any ‘spite hits’ reduce your opponent's rating for the next combat turn 
only. Every time the Giant wins a combat round, he gets 5D6 of stomp hits (armour at face val- 
ue only). Every time you win a round, you score weapons damage plus only those combat 
adds generated from STR and LK; youre too busy using DEX and SPD to avoid being flattened. 


If you are victorious (take 125 Aps), head to the destination paragraph you were given before 
you went to 93 or, if you came from 10, go to 72. 
46 


You place your hands on the silvery gates and start to push. At first, there is almost no resis- 
tance and you think all is well but then you are suddenly engulfed by a cloud of dense fog that 
seems to drain you of all your strength; physical and mental. You feel cold and then you hear 
the Satyr’s gloating tones in your mind. 


“You didn't think it would really be that easy, did you?" 


Attempt to make SRs at your level on all of your attributes. Make a note of how many you ex- 
ceeded the target by for your successes and how many you missed the target by for your fail- 
ures. Compare the two totals. 


If your successful rolls beat your failed rolls by more than 20, go to 63. 


If your successful rolls beat your failed rolls by between 11 and 20, roll a D6 + 1. You may share 
this many additional points in total between any attributes you wish. 


If your successful rolls beat your failed rolls by between 1 and 10, roll a D3 + 1. You may share 
this many additional points in total between any attributes you wish. 


If the totals for both successes and failures are exactly the same, go to 92. 


If your failed rolls beat your successful rolls by between 1 and 10, lose 2 points permanently 
from LK or CHR or you can share the loss between them. 


If your failed rolls beat your successful rolls by between 11 and 20, lose 4 points permanently 
from DEX or WIZ or you can share the loss between them. 


If your failed rolls beat your successful rolls by more than 20, go to 24. 
Once you finish here, return to 5 and make a new choice. 


47 


The scent is sweet. You feel dizzy and lose consciousness. Make SRs on all your physical at- 
tributes (STR, CON, DEX and SPD). Increase each one by the level of the SR you made. Reduce 
by one if you fail a roll. When you wake, you have clearly thrashed about and destroyed all the 
other flowers. Return to 60 and leave here. 


48 


While you take aim to try to hit the only visible part of the guard; a medium target at near 
range, requiring a L4 SR on DEX to hit, he or she is trying to perform exactly the same feat but 
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with you as their intended target. Attempt a L1 SR on SPD. If you are successful, you get to fire 
first while if you fail, you must wait for your opponent. 


If you fire first and hit, go to 85. If you fire second or miss your shot, roll 2D6 and if you roll 8 or 
better (DARO applies), you are hit by a light crossbow bolt that scores 3D6 hits. You can contin- 
ue this ranged battle for as long as you like if you remain conscious, however, you may return to 
return to 30 and make a new choice at any time. 


49 


Whether voluntarily or after being intimidated by the Unicorn, you retreat away from the mist- 
filled clearing. Head back to the para- 
graph you were at before you first ar- 
rived at 80. 


50 


You are at a 4-way intersection on a 
broad trail that runs between trees that 
are so densely packed you can barely 
see a gap between them. Their trunks 
and branches are black, and the foliage 
is a very dark green. You have never 
seen their like before. Mighty oaks, 
elms and birches sit beyond them and 
send out branches above these strange 
trees to meet high above your head 
forming a sort of arboreal tunnel. Dap- 
pled sunlight filters through the leaves 
and bathes everything in a gold-green 
glow. The path is paved with large 
sandstone bricks that in the ambient 
light appear almost yellow. Routes to 
the north, northwest and west head 
further into the forest while southeast 
of you there is only a short distance to 
a pair of large, ornate, silvery gates. 
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To proceed deeper amongst the trees, 
north leads to 80, northwest to 20 and 
west to 90 but go via 93 to any of 
these destinations. If you want to in- 
spect the gates, go to 5. 


51 


You strain every fibre of your being to row the longship to safer waters. Attempt to make a STR 
SR at your level. If you succeed, go to 88. If you fail, go to 75. 

52 

In an instant there is a black, tree-like creature looming over you. Perhaps it is a Wood Troll or 


some such malign forest beast. It has a MR of (25 + Your Level x 10) and its tough bark-like hide 
acts like 5 points of armour protection. 


When you have vanquished this foe, go to 90 or to whatever your destination paragraph was 
before you went to 93. The hide can be collected and used to make a Target Shield that will 
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take the usual 5 hits but weigh half as much as the standard version from the Deluxe T&T rule- 
book. 


53 

The scent is subtle. Your breathing starts to come in short gasps and your muscles begin to burn. 
You lose consciousness. Reduce all your physical attributes (STR, CON, DEX and SPD) by a D3. 

When you wake, you have clearly thrashed about and destroyed all the other flowers. Return to 
60 and leave here. 


54 


Make L1 SRs on SPD and LK to get beneath the tower's deck without wearing a crossbow bolt as 
a buttonhole. For each failure you are hit and must take 3D6 worth of damage. 


If you make the rolls or are still conscious in spite of being shot, you manage to light a fire at the 
base of one of the wooden piles the structure rests on. The wood is extremely dry, and the 
flames build quickly until they are soon licking around the deck. A figure leaps from above and 
lands right in front of you but judging by the loud crack from their ankle, they won't be standing 
up any time soon. With this individual distracted by smoke and pain you could easily run them 
through by going to 13 or you might just threaten to kill them and perhaps get some useful infor- 
mation from them at 78. 


55 


As you advance towards the unicorn, it snorts and stamps becoming more nervous the closer 
you get to it. Make 6 levels of SR on WIZ, INT and CHR (This could be a L1 on WIZ, a L2 on 
CHR and a L3 on INT or any other combination that adds up to 6), you decide which attribute 
you attempt which level on. Then, add up the levels of success you had. 


If you achieved all 6 levels, go to 21. 
If you achieved 4 or 5 levels, go to 15. 


If you achieved 3 levels or less, go to 95. 


Carrach The Mighty Level 6 Cyclops (Animated Skeleton) 


CON 40 WIZ 10 CHR -1 Adds +54 


WEAPON Spear (12D6) 


56 


Your opponent is the massive living skeleton of a Cyclops. It is 20' tall and is trying to skewer you 
with its equally massive spear. You will have to dodge these attacks by equaling or bettering the 
level of SR Carrach makes on the average of DEX and SPD each combat turn. 


If you equal the level, you can dodge but not score any hits. 
If you surpass the level, you can dodge and then inflict your damage direct to CON. 


If you fail to equal or better the level, you will have to cope with the monster's attack roll of 12D6 
+ 54, but you can defend yourself with your own attack roll and armour, of course. 
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If you are victorious (take 120 Aps), head to the destination 
paragraph you were given before you went to 93 or, if you 
came from 4, return to 40, 
take the treasure and leave. 


57 


Gripping the tiller with all your 
might, you try to turn the ship. 
Make L2 SRs on STR and 
DEX. 


If you make them both, go to 
88. 


If you fail one roll, go to 12. 
If you fail both, go to 75. 


58 


You push past the tightly packed trees with their black trunks 
into the forest proper and immediately you are in a nightmare 
place of darkness and shadows. Bright lights almost blind you 
and screeching noises echo all around. All in all, it is extremely disorientating. Attempt to make a 
L1 SR on CON (increase this level by one for every subsequent visit here). 


If you are successful, roll a D6 and go to the paragraph indicated. 
1-2: 80 

3-4: 60. 

5-6: 50. 

If you fail the roll, go to 25. 

59 


You wolf down the orange mushrooms. You immediately get terrible cramping abdominal pains 
before letting out a huge burp that reverberates around the clearing. You are now immune to all 
plant-based poisons. Return to 10 and head away from here. 


60 


You are in an octagonal clearing with a 10’ high wall made of white marble surrounding it. There 
are wooden gates in the north and northeast sections of the wall. There are lots of flowers 
planted in regular, rectangular beds and the air is filled with pollen. Each bed contains only a sin- 
gle type of flower and they are separated by narrow paths made of dark green stones. There 
are 5 beds in all containing red, blue, yellow, cream and lilac flowers. The heady scent emanating 
from the blooms starts to make you feel light-headed and you are somehow drawn to try to 
pick some of them. Attempt to make a L2 SR on the average of your INT and CHR. If you 
make the roll successfully, go to 6 while if you fail, go to 94. 


When it is time to move on, you can go north to 40 via 93 or northeast to 30. 


61 


You climb on to the deck of the guard tower to be confronted by an odd-looking female hu- 
manoid just under 6’ tall with coarse features and very thick limbs. She could almost be a Giant 
that has been shrunk back to ordinary human size. Throwing down her crossbow she attacks 
you with her fists. Go to 16 to find her attributes and then return here to fight her to the death. If 


PAGE 19 


۳5 


ISSUE 13 


OJ ar 


you win the fight, you get 50 APs and you can loot her of her enchanted Brass Knuckles (5D6 + 
3 each). Now return to 30 and leave. 


62 


The unicorn has a MR of (30 + Your Level x 10). It has the ability to regenerate up to 5 points of 
MR every other combat turn. Spite hits count double. 


If you triumph, you gain APs equal to the MR + 20. You can take the creatures horn, which can 
be used to heal up to 10 points of CON every day. Now, return to 80 and leave here. 


63 


The dense fog suddenly transforms into a golden aura that surrounds and nurtures you. The gates 
swing open and you stroll through to find yourself on the trail only an hours hike from your des- 
tination. Your physical attributes have been increased by 2 points each and your non-physical 
ones by a point each permanently if you are a warrior and the opposite way around if you are a 
wizard. Rogues or Paragons may choose which attribute-types receive which benefit. You know 
instinctively that someone or something called “Caeron” has blessed you this day. Close the 
book, your adventure has ended in success. 


64 


An enormous Wild Boar spots you on the woodland path and charges. The creature has a MR of 
(20 + your level x 8) and gets 4 points of armour protection for its tough hide. Every ‘spite’ hit al- 
lows a bonus D6 for tusk attacks that combat round. Victory is worth 50 APs. 


65 


You discover a cunningly hidden exit from the clearing that heads northwest. It leads on to a very 
low tunnel through the dense undergrowth and the path itself is made of a smooth sheet of glis- 
tening blue ice. If you want to explore this passage now, go to 34. If not, make a note that you 
can leave this way whenever you decide to move on. Return to 90 and make a new choice. 


66 


Close to, you can pick out the details of the ship more clearly and, in particular, you can now see 
numerous mail-clad warriors manning the oars and the rudder and walking about the deck. 
Deckhands furl up the sail, oarsmen stow their oars and then all those on board get ready for ac- 
tion. Suddenly they leap over the side and charge in your direction swinging axes and swords, a 
truly terrifying sight. Do you stand your ground against these ghostly fighters? Then go to 17. If 
you flee to the edge of the clearing, go to 1. 


67 


You count 5D6 x 10 GPs and 1D6 + 1 gems each worth 2D6 x 20 GPs in the small mound of 
treasure. There are also one or two flowers and bits of food suggesting these are offerings at a 
shrine. Make a CHR SR at your level. If you succeed, you may head back to 40 and leave. If you 
fail, go to 4. 


68 


You shout out to the Giant just where the Fairy is, which makes the diminutive creatures task of 
avoiding being squashed much harder. Of course, he is pretty stupid so helping him is not straight- 
forward. Attempt to make the highest level of INT SR you can. 


If you fail, go to 9. 


If you succeed at L1, you just cannot get the Giant to the Fairy's position and eventually she flees 
from the clearing with her oversized admirer in hot pursuit. 
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If you succeed at L2, the Giant stamps on the Fairy, grins inanely, hands you a bag containing 
5D6 x 5 GPs and wanders out of the clearing. 


If you succeed at L3 or higher, go to 18. 
69 


The scent is acrid and unpleasant. Your eyes start to water and your lips and tongue swell. You 
lose consciousness. Attempt to make a L2 SR on CON. If you succeed, you take 2 points of 
direct CON damage from the severe reaction you had. If you fail, you take CON damage equal 
to the number you failed by. If you are still alive when you wake, you have clearly thrashed 
about and destroyed all the other flowers. Return to 60 and leave here. 


70 


The path starts to zig-zag as it proceeds northwest-southeast. The usual pristine path has bricks 
missing and there are mounds of detritus scattered here and there. You hear a high-pitched 
whining noise and suddenly the ground starts to shake and buckle directly beneath you. You 
had better move quickly if you are to avoid injury. Make L2 SRs on SPD, DEX and LK. For every 
failure take direct CON hits equal to the number you failed by, double the number if you rolled 
a fumble. 


If you still live, go to 10 if you were going northwest or to 80 if you were going southeast. 


71 


Your missile plunges into the Unicorn’s chest. The creature collapses immediately and thrashes 
around in its death throes for a few moments producing a heart-rending, high-pitched scream, 
which ends abruptly. When you approach the corpse, you discover only the horn is left. This can 
be used as a dagger that rolls 5D6 + 6 hits and once per day the wielder can power it up with 2 
points of WIZ to score 10D6 + 12 hits for 5 consecutive combat rounds. 


Now, return to 80 and leave here. 


72 


As you stand over Baerthon's enormous corpse, the Fairy he was trying to squash flits out from 
beneath a huge mushroom and says in a laughing tone, “Thank you oh brave hero for defeating 
that brute. He would never have caught me though. Here, eat this enchanted fungus as a re- 
ward, it will invigorate you greatly.” With that she hands you a few small pink mushrooms and 
flits away out of the clearing giggling as she goes. 


If you eat her gift, go to 26. If not, throw it away, return to 10 and head away from here. 


73 


You approach the base of the enormous spear. It is nearly 12” in diameter and made of virtually 
black wood. When you are up close it slips from the grip of the giant skeleton and starts to fall 
rapidly in your direction. Attempt to make a L2SR on SPD. 


If you make it successfully, you avoid the toppling spear, go to 28. 
If you fail the roll, go to 35. 


74 


If you fail your DEX SR, you slip and fall doing direct CON damage equal to the number you 
missed your roll by multiplied by the level number of the roll. 


If you succeed, go to 36 but if you achieved success at your character level, go to 4 


75 


ها 
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The ship is tossed about like a toy by the tempest and breaks up flinging you into the sea. You 
drown amid the black waters. Strangely, your corpse is discovered weeks later in the clearing. 
You appear to have drowned on dry land. Close the book your adventure is over. 


76 


A tall human of indeterminate gender but wearing wizardly robes wanders towards you. They 
are smiling and before you can decide whether to attack or welcome them, he/she has cast a 
spell on you before disappearing into the trees. Roll a D6. You may heal up to this number of 
points of CON damage or you may add half of this number (round up) to any attribute of your 
choice. 


77 


The spirits of these long-dead warriors run straight through you chilling your very soul. You take 
1D6 + 1 in direct CON damage. You may reduce this number by the level of the CON SR you 
just made. If you fumbled that SR, you must add 1 more hit to the total. If you are still alive, re- 
turn to 20 and leave here. 


78 


Before the creature can react you have a blade at their throat. It is an odd-looking female hu- 
manoid just under 6’ tall with coarse features and very thick limbs. Under threat she explains 
that she is a member of a clan of Giants cursed by the powerful mage Caeron and reduced 
back to the size of much smaller humanoids. She hands you her purse, which contains 5 dia- 
monds each worth 1D6 x 100 GPs and her light crossbow (3D6, STR 10, DEX 10 to wield, weighs 
200 wt.units). Finally, as the burn- 
ing deck above begins to start 
falling around you both, she 
points to the northwest and tells 
you that she thinks there is a way 
out of the forest in that direction. 
Then, the whole structure begins 
to topple. Attempt to make 

a L1 SR on SPD. If you are 
successful, return to 30 

and decide which direction to 
head in. If you fail the roll, go to 
33. 


79 


You slowly regain conscious- 
ness and find yourself en- 
veloped in thick fog. Go to 63 
but ignore any mention of at- 
tribute changes. 


80 


You are at the edge of a circular 
clearing. There are brick pathways 
heading northwest, south and 
southeast from here. A translucent 
blue mist rises from the ground to obscure any de- 

tails of what lays within. Slowly a brilliant white equine figure appears. The mist makes it seem 
that the creature has no legs and as it tosses its mane, you spot a long, spiral horn protruding 
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from its forehead. The unicorn stops and stares at you with its sad, dark eyes. You cannot tell 
whether the look is welcoming or challenging; perhaps it is both in equal measure. 


Would you like to approach the unicorn in a friendly manner? If so, go to 55. To advance with 
more aggressive intent, go to 29 or head to 41 if you would like to try to use some sort of 
ranged weapon against this beautiful creature. 


When it is time to move on, you can go northwest to 70 or south to 50 but go via 93 or south- 
west to 20. 


81 


Smart move to avoid the Giants stomping boots. Increase your INT by one permanently. 


You shout instructions to the Giant telling him the exact opposite of the Fairy position and be- 
ing quite stupid, he does as he is told. Since he fails to find the target of his wrath, he becomes 
more and more enraged until he slips on a particularly slimy toadstool. He falls awkwardly on his 
neck and then stops moving altogether. You appear to have killed him without risking life and 
limb. Take a bonus 50 APs and go to 72. 


82 


You easily sneak up on the Satyr and capture him; he is really quite drunk. In spite of his initial 
vociferous denials that he can free you from Nallander Wood, he eventually agrees to do so. He 
plays another haunting tune on his pipes and you are surrounded in glowing mist. Go to 63 but 
ignore any mention of attribute changes. 


83 

Close up, the gates fairly crackle with enchantments that even a warrior can sense. You get a 
very bad feeling in the pit of your stomach about what you are about to do. If you think better 
of it, you can return to 5 and make a different choice. If you remain determined to push the 
gates open, go to 46. 


84 
You pass unseen through the clearing and could even grab a few mushrooms and eat them on 
the way to your exit. 


Roll a D6 and go to the paragraph in brackets if you decide to break your fast. Otherwise go to 
10 and head away from here. 


1-2: Pink Mushrooms (26) 
3-4: Orange Mushrooms (59) 
5-6: Purple Mushrooms (8) 
85 


Your missile hits home and you hear a satisfying thud as it strikes flesh before a figure falls from 
the tower and lays unmoving on the paved path. Examination of the corpse reveals an odd- 
looking female humanoid just under 6' tall with coarse features and very thick limbs. It could 
almost be a Giant that has been shrunk back to ordinary human size. You can take her Light 
Crossbow (3D6) and 5 remaining bolts plus her purse contains 5 diamonds each worth 1D6 x 
100 GPs. Now return to 30 and leave. 


86 

You grab the closest part of the ship and hold on as strongly as you can. Attempt to make a L3 
SR on STR and a L2 SR on LK. If you make both rolls successfully, go to 12. If you fail either roll, 
go to 75. 
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87 


The leering face in the bark, the terrible cold and the eerie light all go towards making you feel 
truly terrified. Proceed to 52 where you only get to score half your usual adds on the first com- 
bat turn. 


88 


You manage to control the longship and sail it into quieter weather and calmer seas. Have a 
bonus 50 APs. When you realise you have survived, the ship and everything on it disappears. 
Now, return to 20 and leave here. 


89 


While you observe the scene, Fairies start to appear from among the surrounding trees. They 
hover in front of the giant skeleton and then start to chant in high-pitched voices before throw- 
ing coins and gems that add to a small pile in front of the foot bones. After a full turn they all 
slip back into the Forest. To have a quick look at the treasure, go to 67 otherwise return to 40 
and leave here. 


90 


You have arrived at a roughly circular clearing in the woods. There are brick pathways leaving 
here heading east and north. It is dark and there is an eerie quality to this place. It is unnaturally 
cold; a sharp frost has fallen and your breath forms billowing clouds in front of your face. 
Moonlight, though where it is coming from is unclear, streams across the open space and illu- 
minates a lone tree. The tree is little more than a glorified stump perhaps 8 to 10’ tall, covered in 
patches of lichen and with two main branches stretching up like withered arms. 


If you would like to take a closer look at the tree, go to 7. If you prefer, you can search the 
edges of the clearing more closely by heading to 27 or you can decide to move on straight 
away, by going to 44. 


When it is time to leave here, you can go east to 50 or north to 20. 


91 
Make L2 SRs on SPD and LK to safely run the gauntlet of the guard tower. 


If you make both rolls successfully, you avoid further crossbow bolts that are aimed in your di- 
rection and can return to 30 and leave immediately. 


For every failed SR you are hit. Each crossbow bolt scores 3D6 damage. If you survive this, you 
may also return to 30 and leave. 


92 


The odds against this happening are astronomical! You are a truly ‘special’ individual. Make a 
note that you are genuinely very lucky. Change your name to incorporate this fact; you are 
now ‘Lucky Leo’, ‘Fortunate Fred, ‘Bella the Blessed’ — you get the picture. You have a special 
gift of being able to use your level number as a positive modifier to LK SRs once per day (i.e,, 
you are 4th level so you may make one LK SR per day with a +4 modifier). Sadly, the gate fails 
to open. Return to 50 and make a new choice. 


93 


Woodland Wanderers 


As you proceed along the paved pathways of Nallander Wood, you may come across all sorts 
of strange creatures and people. Whenever you are told to visit here, roll a D6 and add one for 
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every previous visit to this paragraph you have already made. If the total is 6 or more, you in- 
deed have a meeting; roll on the table below and once you have resolved the encounter pro- 
ceed to your destination paragraph. 


If you end up doing battle with one of these individuals, and you are losing, you can at the end 
of any combat turn do what you were warned not to and step away from the path and in 
amongst the trees, by going to 58. 


You can only visit each paragraph once, so if you roll somewhere you have been before, keep 
rolling until you get somewhere new. If you manage to have all 6 encounters, you meet nothing 
thereafter; rest up and regain a D3 of CON damage. 


a ENEMY ss 


94 


You cannot stop yourself from grabbing a handful of flowers and inhaling deeply of their scent. 
Roll on the following table to see which colour blooms you choose and go to the paragraph 
indicated. 


YELLOW (47) LILAC (53) BLUE (69) 


95 

The unicorn turns tail and gallops back into the mist. Your failure to charm the beast has left you 
cursed so that your next 3 SRs on LK must be made with a -2 modifier. Now, return to 80 and 
leave here. 
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CHE MONSTER HUNTER 


A Rogue Path 
By Dan Prentice 


Inspired by Saponowski's creation in his novels centering on Geralt of Rivia, this is a Tunnels & 
Trolls treatment. 


The path of the Monster Hunter, also known as Witchers, is 
available only to rogues. The systematic training of the Wiz- 
ard or Paragon shapes the mind and body in ways that are 

not conducive to learning the skills required and make the 

elixir infusions positively dangerous. The psi blindness of the 
warrior renders them unable to access the wizardry infused 
skills of the Monster Hunter. 


The Trial by Alchemy 


To be inducted into the order of Monster 
Hunters, the rogue prospect must train and ab- 
sorb the elixirs of the order. Usually this takes 
place when a child, adopted into the order, 
and most usually the order takes those who 
have talent but no means, raising them in 
their ways. However, should an applicant 
present themselves later, they must 
provide the money for the potions, 
which costs them 4000gp. 
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The initiate then endures the effect of 
these elixirs. They make a saving roll against a 
level = their racial modification for each at- 
tribute (round up) in order of STR, CON, DEX, 
SPD, LK, IQ, WIZ, CHA. So a human tests 
against an SR of level 1 for each attribute, a 
Dwarf tests against Level 2 for Strength and 
Constitution, and level 1 for the remaining at- 
tributes. Record the total level of save made, 
providing it passes, and increase the attribute 
by that amount permanently. If they fail a save, 
the attribute is reduced by the amount missed, 
or in case of a fumble, halved, again, perma- 
nently. If a save is missed, the Trial by Alchemy 
has been failed, and no additional saves are 
made. 


The more tests that are made, the greater the 

change in the prospects appearance as they absorb and reshape their own chemistry in re- 
sponse. The changes are not uniform, but include changes to skin, eye and hair colour, adjust- 
ments to physique, even height. These changes mark them as different, and often evoke fear in 
the ignorant. 
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If the Trial by Alchemy has succeeded, the prospect will then receive training to ready them for 
their duties. They will also not age past their middle years, time having no purchase on their 
faculties. 


Monster Hunter Training 


As part of their apprenticeship, they will learn the dance of weapons, the ways of monsters, 
preparation of elixirs, resistance and the Monster Hunters code. 


These are Talents, and are acquired as the Monster Hunter ascends in levels or expends AP to 
acquire. 


Dance of Weapons - a particular approach to combat that involves fast footwork, balance & 
use of an enemys momentum against them. It can be used for 
any combat stunt that employs the Monster Hunters blade. 


The Ways of Monsters - a study of magical beasts be- 
haviour, attacks and weaknesses. 


Preparation of Elixirs - any spell that the Rogue 
learns can be embodied in an elixir, requiring the 
expenditure of 50gp/level of the spell and the 
expenditure of Wizardry at the time the Elixir is 
prepared. The elixir may be consumed to 
manifest the spell, with no Wizardry cost at 
the point of casting. 


Resistance - the physiology of the Hunter 
protects them against poisons and disease. 


The Monster Hunters’ Code 


Monster Hunters’ Code - these precepts for 
behaviour armour the adherent against at- 
tacks that would affect their emotions or 
judgement, so aiding their attempt to resist 
domination, fear or deception. 


Honor - Use your strength to protect =% Ti 


yourself and others, do not ill use the == Æ | IE N  — 
weak or break your word. " ASA س‎ 


Courtesy - Treat those you meet with 
respect, threats are for bullies, a Witcher 
simply warns of consequence. 


Lawfulness - Obey the laws of the land you are in, unless that would cause you to break the 
code. 


Neutrality - Use your abilities to protect the weak from threats, not to interfere in disputes of 
the kindred. 


The Blade of the Hunter 


On completion of the trials and training, and acceptance of the code, the Monster Hunter is 
awarded their weapon. 


This is a silvered version of their preferred blade, tempered to be as strong as steel. It doubles 
any damage dealt to magical beasts and undead. 
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A Different Way of Running Solo... 
The DM ess T&T Craw 
By Ron ‘Rac Salad’ King 


In recent years, because of a family situation, gaming with a group of friends on a regular basis 
became a very difficult prospect for me. I would sit and stare at my long shelf of T&T gear 
and contemplate how I could run solo so I could still enjoy my game. Now, I knew that I 
could always run my beloved solo-booklets (those many wonderful adventures by Flying Buf- 
falo and others that bring back so many memories), but I wanted to find another way to do it, 
for times when I needed a change from the booklet adventures, so I began to ruminate over 
the possibilities. Much to my surprise, there was quite a bit on the internet about the subject. 
Role-playing games have come a long way since the days of the mere scraps of information 
available for solo play. 


I knew I didn't want to go back to carrying a notebook that weighed as much as a 35th level 
wizard grimoire, so | began to formulate, from bits and pieces of research online, an approach. 
Some ideas were good ones and seemed to work fairly well, but a lot of methods were com- 
plicated enough to be an entire game system unto themselves. | wanted something that 
would keep the T&T engine intact, and not just be storytelling, but involve some dice 
rolling...though not too much. 


What follows, is what I've settled on after much play testing. To me, its the right balance be- 
tween traditional game mechanics and improvisational story telling. Keep in mind, there is 
nothing really ground-breaking in this approach, but | discovered that the simplicity of not over- 
thinking or over-working it was exactly what made it smooth to operate. For the first year | 
over-reached, which is probably what one tends to do with such an undertaking, so I lugged 
around a ton-and-a-half of charts, both homemade and cobbled from various blogs; similar to 
all my notes in high school 1983, all over again. | was spending time making and finding ran- 
domizing charts and not playing. That had to stop, so | threw on the brakes and started over. 
With the current setup | hardly need a notebook. | simply abandoned it and “gave in” to imag- 
ination rather than trying to think like a “collector of information”, and that seemed to open the 
door to a less cluttered and quicker moving path. Before I discuss “the system”, I want to talk 
about some structural support that will help to streamline things. Think of these as the support 
chassis for the engine. You can use the main notion easily, but these little “supporters” really 
make the process fun and easy to run: 


Dice...The Possibilities: 


| knew from the beginning that | wanted randomizing dice, and | wanted to stick with using 
D6s. | wanted dice that could tell me a lot of information with a few rolls. One of my goals 
has been to only utilize what I can carry in a small notebook. | want to be able to transport 
the entire system daily, to work and back, and aside from a small container of dice, I didn't 
want to have to lug around any more than | have to. There are not a lot of choices out there 
for good picture dice, but with persistence, | managed to turn up a few. The "DugeonMorph" 
dice are cool, but they are too big for my liking. Still, they seem like they'd roll up a random 
dungeon in no time if the size doesn’t bother you. The most valuable dice of the random 
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dungeon concept come from rpgshop.com. They have excellent (growing in number all the 
time) sets of randomizing dice to determine room shape, hallways, the conditions within, traps, 
injuries, you name it. The problem is that they are not cheap. | bought nearly 20 in total that | 
could probably use with nothing else to create a dungeon, but you wouldn't need all of them. 
As | say, they are rather expensive, but you can get along quite well with some quick home- 
made D6 assigned charts and just a few of them. In my estimation, the “Dungeon Halls”, 
“Dungeon Rooms”, and “Dungeon Hazards” dice, along with their “Yes/No” questions die 
(though a 1-3/4-6 roll on a standard D6 will work just fine for this), would get you pretty far as 
long as you fill in the rest with your imagination. There is no over-detailing in the dice, and the 
shapes are good and basic, so one can alter what's suggested more easily. And the best part - 
They are 16mm standard, so they fit with my other D6s! My suggestion, and one way I roll, is 
to throw two regular dice with the halls and rooms dice, so you can get the dimensions of 
what you are dealing with. | simply multiply the numbers that come up on the two dice by 10 
in feet, so, now, rather than just a square, box in front of me on the dice, I might get something 
20’ x 50’, with a roll of 2 and 5, or 10’ x 10’, with snake-eyes, etc. On the "hazards" die, the 
chance for a monster coming up is 1 in 6. If | need to increase this I can roll another standard 
dice with it and assign, so, say | want a 2 
in 6, or even a 3 in 6 chance..it's covered. 
The same goes for treasure and traps, 
and you can use this die for that, or add 
other trap and treasure dice. 


I would be remiss if I did not mention the 
classic set of randomizers sold by Flying 
Buffalo years ago for our beloved system. 
The “Adventure Dice” and the “Monster 
Dice” are available in sets and are out 
there, but right now are costly and hard 
to find. Perhaps now the change over to 
Webbed Spheres management has hap- 
pened they will be available again at a 
more reasonable price, but if you have 
these or can secure them, they will push 
your dice possibilities even more. | have a 
set of both and they are very handy. The 
monster reaction die and the treasure 
one are probably what | use the most. | 
believe all of the T&T rule-sets have a 
version of random treasure generation 
using standard dice, so that is there as 
well to use. 


You can also round up dice from other 
games that could be of service. There 
are ^story telling" dice out there these 
days. Perhaps some of those would ex- 
pand things. You can also make your 
own dice by buying blank faced dice in 
whatever scale you want and draw in ink 
and seal it with clear spray sealant, or 
print off your own stickers to label the 
dice with. 
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Keeping Track of Things: 


One of the things | found that slows down my play, solo or otherwise, is having to keep track 
of all the ways you can gain adventure points. There are six different ways, and if you have to 
stop to record points when you save, defeat a monster, find a treasure, etc. its going to bog 
things down. You'll also need to write down details for what you are exploring as you come 
to conclusions. A notebook you can scribble freely in will help you to formulate what you are 
seeing before you and to keep track of the details of monsters, combat and treasure. 


Other Things For Play: 


Supplement as needed, but here’s what works well at the table for me when playing a solo 
session. Keep in mind, Im a pencil-and-paper kind of guy, but you could do your note keep- 
ing on a computer or your phone or any other way you can think of | suppose. To be honest, 
the ability to work fast and free is important for solo play, so I wouldn't want to record the 
process any other way but old-fashioned pencil and paper. 


1 A variety of random-determination dice, and regular Dos. The more the merrier. 
2. A copy of the T&T ruleset of your choice. 

3. A blank notebook or typing paper for notes and details. 

4. Some graph paper for mapping. 

5. A pencil.a ruler if you want it...and possibly a calculator too. 


„and that’s it! Well, almost. Now its time for the engine itself. Here is the single supplement 
that I discovered that works perfectly for building a story of whats happening. You could sub- 
stitute something else, but from my explorations over a period of years, this played the best 
and has given me consistent results over and over again. 


“The D30 Sandbox Companion”: 


While searching for a lot of the information to use for solo dungeon generation, one presenta- 
tion stood out among the rest - “The D30 Sandbox Companion” (https://www.drivethrurpg.- 
com/product/124392/d30-Sandbox-Companion), by “New Big Dragon Games Unlimited” 
turned out to be all that was required. At just $5, its by far the best money I've spent to work 
with what I require. There are all sorts of useful charts that could be used for solo play con- 
tained herein, but | literally found the mainframe of my engine on just a few pages. The “Ad- 
venture Generator” tables are all you require for this, and they only occupy two pages of this 
booklet. If you are willing to add a D30 to your dice stable, then you will be ready to go for 
this portion of the setup. Personally, | didn’t want to use a D30, so I retyped and restated the 
lists to handle D6 rolls. Ive not produced the full lists here, as I feel it would be unfair to the 
company that produces this product, and I've altered some of the wording slightly, so you'll 
want to download the pdf. if you want to try this out, but I am going to give an actual sample 
from our last session to show you what I mean from their charts. These charts will give you 
300 entries, so its easy to build an introductory story using them. You can design your own 
lists, of course. In the interest of brevity, I've included one of my own lists you can roll on to 
test things out. Keep in mind, the more extensive the list you create to roll against, the easier it 
is to extrapolate a story. 


The second, and final, portion of my system comes from employing Surrealism...yes, the art 
movement. From my researches | started thinking that some of the “automatic writing” exper- 
iments that were used by the Surrealists could help. It really locked things in when we tried it. 
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Heres what you do: 


First, you roll within the ten zones of the “D30 Sandbox” charts to determine words which 
will inspire your background and introduction to your tunnel crawl. You may use as few of 
these or as many as needed, and | should mention here that you will have to learn to change 
results quite often when rolling solo. Sometimes things just don’t add up. Before you do 
though, you should spend some time ruminating on a difficult and sometimes apparently in- 
coherent set of results, before just throwing them out. One of the great things about solo 
play is that you dont have the time constraints that you do when you are having a session 
with a group of people. You could take minutes, hours, days, weeks or months before mov- 
ing through each segment. Your notes will keep track of where you are. So, lets take a look 
at this situation. This time Im playing with a buddy of mine who's gamed with me in various 
systems over the last 10 years. We sit down with our T&T characters (two rogues and two 
warriors) and we get down to some rolling. Heres what comes up. Whats listed first in each 
number is the category. It is followed by our rolled result: 


1 Activate: teleportation 

Goal: solve phenomenon 

Obstacle: spoken incantation 

Location: castle (decayed) 

Feature: laboratory 

Phenomena: ruined 

Antagonist Goal//Reason: amusement/boredom 


Artifact: stone 
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Theme: immortality 
10. Key NPC: recluse 


Heres where the second part of the foundation is formed; the automatic writing part. Both 
of us take a piece of paper and write a short paragraph of what these results mean to us. 
This is done without communicating with one another. We weave the details into a short 
story that is a paragraph long (or a few sentences, if need be). We then take both of our 
paragraphs and discuss how to merge them together to form a cohesive background story 
and introduction to get a structure to build the adventure on. We've tried it several times, and 
its worked perfectly every single time. If you were literally alone and using this, then youd 
simply write out your paragraph based upon your conclusions, and then you are off and run- 
ning. 


Here was my paragraph from the above example: 


"In a decayed castle, inside a lab is a lich. The lich was a former prince who consort- 
ed with the legions of Hell and commanded the forces of the undead. Now, he uses a 
sear stone to stare into and study others in an attempt to enchant the surrounding 
dukes and barons of the surrounding settlements; to draw them to the ruins in or- 
der to steal their souls and to amuse himself with their peril, which he sets up in 
most nefarious ways inside the trapped and decrepit castle. Various magical tele- 
porters exist and may be used if one can solve the riddles, glyphs and wards that 
are inscribed within.." 


..and here is his paragraph: 
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"While drinking and playing cards the gang are assailed by an annoying and ugly old 
man who says he will pay them for their souls if we lose in a dice game with him. Be- 
ing drunk, we play...we lose, and we are instantly teleported to the doors of a dilapi- 
dated fortress inscribed with strange writing. In the distance, like the whisper of the 
wind, we hear, "If you survive you may in fact gain a prize...but if you fail, your souls 
are mine". 


It was very simple and nearly wrote itself. Notice how the paragraphs already share similarities. 
We liked my part about the lich, and I loved his part about being whisked away magically to 
arrive at the front of the ruins, so we kept those parts. Perhaps the visitation by the old man 
that summoned us was simply a messenger in the form of a spell..perhaps the lich had used an 
Invisible Fiend spell, or even Seekye, or Ghostly Going! Whatever happened, we have our rea- 
son for this journey, we are there and ready to go. 


Next is the part that takes some practice. You'll need to learn to use the dice to determine 
what happens next. Ask questions in a “yes/no” form, and use a die to answer. You can use 
another die at the same time (perhaps a +/- die, or even a standard 1-3/4-6 result on a D6) to 
“nudge” the “yes/no” into “yes, and this happens”, or “yes, but this happens..”, for example. 


‘Are the doors before us locked?”..No. “Okay, are they slightly ajar?.No, but... "Were they 
bashed in?”...Yes. You have to be willing to search for an answer! Once inside you can roll 
what size room you are in and what you experience. Try to fall back on the five senses: smell, 
touch, hearing, taste and vision. You dont have to use all five every single time, but you want 
as full a description as you can determine, so once you roll the results for each sense you can 
do the same paragraph comparison by writing it out, or even mentally assembling the five 
points to determine the obvious. For example, lets say we roll for smell..something moldy. 
Touch..something hard. Hearing..dripping water. Already you know where you are: A dank, 
wet and stone room; probably unlit (though you could roll for this), due to the moldy and dank 
conditions. Conclusions are the key. 


You could execute the same automatic writing exercise with enough randomizing dice. Ive 
collected enough by now to not even need the D30 charts, honestly. For example, I rolled a 
handful of different randomizing dice. The results indicated a rectangular room, approx. 50 x 
60 feet. Another die indicates “kitchen”. I conclude that the square footage is too large for 
such a room, so I shave 20’ all around off of it. Now it's 30 x 40 feet. One die indicates “haz- 
ard". Another die says “stepped on", and a monster shows up on one die. One die says the 
door is iron and locked. There is also treasure in the form of equipment, indicated by a 
weapon symbol on yet another die. | write out my paragraph after some contemplation and 
decide that the door is iron and locked which I'll need to overcome first. Once inside, I roll a 
luck check to see if | foolishly step on a gigantic snake! If I survive the battle, Il find that Im in 
a destroyed kitchen area and after searching thru the junk, | could find a valuable weapon as a 
reward. Obviously, | could have interpreted these same rolls any number of ways. The key to 
rich play is your imagination...and practice! 


When a monster comes up, you fight it, resolve it, record the results. When you come upon a 
room or a door you might roll to see if its trapped. If a trap comes up, then you can roll a 
save vs. luck to see if you disable it successfully if you fail, you take the damage and results 
from that trap. Remember too, that not all traps mean certain death. In fact, many may im- 
prison.some may propel you to another part of the dungeon, put you to sleep, who knows? 


In the dungeon with the lich, we decided that teleportation to various sections of the dungeon 
would happen anytime we rolled a 1 in a room after we cleared it, so when it came up, we 
moved to a random part of the graph paper and started mapping a new room. We hope to 
connect it all together and find this lich and see if there is any magical treasure in store for us. 
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How do we know when to have the big showdown with the lich? We don’t! And that’s a 
plus, not a minus in our book. We will need to use a die possibly to decide when that should 
happen. We could roll to see how many rooms this ruined fortress has and have a chance to 
detect him; which could happen early on or towards the end. Perhaps the roll of two ones 
on two dice? Were not there yet, but we're not worried about it, and that's the key to having 
fun when you are playing without a GM. Your mind is your most valuable tool when playing 
this way;- it can overcome obstacles during play that the dice and charts cannot, and there is 
no wrong way to play -.only better ways. With practice, you'll find new and exciting ways to 
dice solo when a GM isnt available. 


Rat Salad’s Random Intro. Story Chart (A Sample) 


Roll a D6 within a lettered category. Use as many or as few of these tables as deemed ap- 
propriate for sparking ideas for adventure. 


A. Activate C. Obstacle 
1 allegation 1. find hidden/lost location 
2. assault 2. find magic item/object 
3. materialization 3. return to key location 
4. offense 4. fight for freedom 
5. discussion 5. repair item 
6. destruction 6. make journey 
B. Major Goal D. Location 
1 lend assistance 1 shrine 
2. break curse 2. cemetery 
3. maintain peace 3. catacombs 
4. assassinate target 4. castle 
5. stop invasion 5. caves 
6. defend location 6. City of The Dead 
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By Jason Mills 


The book Endless Enchantments contains a thousand magical treasures, organised and pre- 
sented without system-specific stats so as to easily slot into any fantasy RPG. Here are six 
more items exclusive to TrollsZine. But first, a little about the format. 


Form 


The physical appearance, shape, colour, materials, and so on: everything that is immediately 
obvious. 


Efficacy 


To indicate how a weapon or some armour compares to its unenchanted counterpart, the 
simple descriptive scale below is used. This relates only to the normal use of the item, which 
is combat; for instance, the amount of damage scored by a sword. There may be further en- 
chantment that relates to something else altogether: you might, for example, discover a dag- 
ger that is quite ordinary as a weapon (Regular), but possession of which enables telepathic 
conversation with horses. Hopefully it will be easy enough to turn these levels into numbers 
appropriate to your game. 


Poor 
The item is plainly less effective than an unenchanted version. 


Regular 
The item is just as effective as an unenchanted version. 


Impressive 


The item is notably better than an unenchanted version, and on that basis would be 
worth at least twice as much. 


Astounding 
The item is dramatically better than an unenchanted version, and is likely to be worth 
many times as much. 
Legendary 
The item is extraordinarily powerful and unthinkably precious; the kind of object that 
might form the culmination of a quest. 
Usage 


This entry indicates how often, how many times and in what circumstances the item may be 
used. The term Continuous is used to indicate that the item's effect is ‘always on! and requires 
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no decision by its user, whereas 1 use means that after being used once the item is gone or no 
longer enchanted. As needed means the power is always available, but the owner must choose 
to invoke it. 


Apparent 

This section lists properties of the item that, through use, study or a little light magic, will soon 
become clear. 

Secret 


This describes any concealed, rare or accursed properties, which are unlikely to be recognised 
without serious magical investigation, trial and error or a tip-off. It also includes specific mechan- 
ics, die rolls, etc, that you may wish to take charge of rather than disclosing them to the players. 


TREASURES 
Chandelier Sword 


Form: A beautiful sword 3' long, its blade made of cut crystal with a blueish tinge. 
Efficacy: Impressive. 
Usage: Continuous. 


Apparent: The facets of the sword reflect and refract the light from the brightest light source 
around, directing it straight into the eyes of one's foe, where its glare is most annoying. 


Secret: In candlelight, the foe's combat performance is diminished by 5%. For torchlight, 10%; 
lantern, 15%; overcast daylight, 20%; direct sunlight, 30%. In each combat round, a roll of 00 on 
a D100 means the sword shatters into a thousand fragments. If one such fragment is placed on 
one's tongue it will shine from one's mouth as powerfully as a lantern; but this does entail going 
around looking dopey with a shard of glass in one's mouth. 


All Change Shield 


Form: A round target shield of polished steel, heavy and with a boss in the centre the size of 
half an orange. 
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Efficacy: Impressive. 


Usage: Continuous. 


Apparent: Every few seconds the boss flashes white light. This provides awkward stroboscopic 
illumination in dark places. More importantly, if the shield is struck by a weapon at the instant 
the light flashes, that weapon is transformed into a wholly different one. 


Secret: In each combat round where a melee weapon is used against the bearer, a roll of 0 on 
a D10 means the magic is triggered. The attacking weapon instantly becomes one very differ- 
ent, randomly: a sword might turn into an axe or a bow, but not another kind of sword. Roll a 
die: any enchantment on the weapon is lost on an odd result, retained on even. 

Scandal Sandals 

Form: A pair of robust sandals in tan leather. 


Usage: Continuous. 


Apparent: Strongly made and enchanted, the soles protect against anything beneath. The 
wearer may amble over firepits, moonwalk comfortably across icefields, tapdance through 
acid and hop along a bridge of crocodiles unharmed. 


Secret: The wearer appears to be naked, to everybody but the wearer. 
Ring of Rot 

Form: An ugly ring of black iron, pitted and rusty. 

Usage: As needed. 


Apparent: When the ring-bearing hand is pressed against wood, the wearer can choose to ac- 
celerate that wood's decay. 


Secret: Every minute that the hand is held to the wood is equal to a year's decay. Thus, one 
might in a few minutes render perilously rotten the low roof beam of a tavern, the tiller of a 
boat or the haft of your dwarf companion's broadaxe. Hold for long enough and the wood 
will simply crumble. 

Firewater 

Form: A small clear corked flask containing a clear liquid in which orange and red light dances. 


Usage: 1 dose. 


Apparent: The liquid has a strong alcoholic odour. Drunk, it has a heck of a kick in one's throat. 
The drinker immediately finds that she can - must! - breathe fire. 


Secret: Hereafter, fire emerges from the drinker's nose and mouth with every breath. Facial hair 
is doomed. Generally the flames die within a hand's width, but with a deep breath they can be 
blown two or three feet and can ignite flammable objects. They have a modest benefit in 
combat, affecting the foe both physically and ا‎ A sneeze projects fierce flame 
D3+3 feet from nose, mouth and ears. Hiccups make rising bubbles of flame that entertain on- 
lookers. 


Ithtropont's Brine Dispenser 
Form: A clamshell the size of a spread hand. 
Usage: Once a day. 


Apparent: When the two halves of the shell are prised apart a little, using some kind of thin 
lever, saltwater splooshes and gurgles out of it. Occasionally the odd small fish or crab flops 
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out too, and there is enough sand in the mix to begin building up a 'sea floor' in any receiving 
vessel. 


Secret: Brine splurts forth at 1 litre per second. At the end of each minute a 1 on a D6 means 
the shell snaps shut, breaking off and retaining its bit of the lever, whether it's the point of an 
enchanted poniard or the tip of one's forefinger. Each minute a 1 on a D20 means a pearl is 


dispensed. ee ۳ 


and my mother was part pegasus and unicorn. 
So, that makes me a Peg-a-Zebra-centa-corn... 
or was ita ا اي ا‎ 
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GALAXIES € TROLLS 


Sci Fi Adventures in Tunnels & Trolls 
By Derer Riexscins-Morcan 


Galaxies and Trolls, or G&T, is simply a science 
fiction spin on T&T. It is designed to be just like the 
current iteration of Deluxe T&T, except for the word 
‘space’ appearing in the text a lot more. 


T&T GMs and players should enjoy a lot of familiari- 
ty while perusing these rules, thus making it a fun 
and simple transition from land-lubber to space- 
jock. Any game mechanics not explained herein will 
be found in the D T&T rulebook. 


Perhaps the hardest part of writing G&T is the bal- 
ance between gameplay and crunch - it has to be 
fun and detailed, with lots of options for play styles, 
but not so crunchy that it loses the essence of what 
makes T&T so awesome as an RPG. The basic 
tenet here is that G&T is an action movie, not a sci- 
ence documentary. 


The Troll Galaxy 

The action takes place in the Troll Galaxy, the home 
of Trollworld and the centre of everything known 
about anything. In this future setting almost all races 
have access to kremmtech, powered by kremm bat- 
teries - magic has become the technology of the 
future. 


Over the one thousand years since a spectacular 
spell failure first catapulted a rather surprised Trol- 
lian into space (albeit briefly), rapid evolution and 
magic have populated the galaxy with hundreds of 
new races. 


For the general flavor, think Flash Gordon meets 
Tales From The Floating Vagabond and add some 
space-age elves, uruks and hobbs. In fact the gal- 
axy is big enough and the G&T rules flexible 
enough, that you could easily fit any of your favorite 
sci-fi milieus into it and start rolling dice. So if you 
want part of the galaxy to contain the planet Mongo 
or John Carter’s Mars and another to be the worlds 
of the Verse, go for it. You could even meet Lister 
and Rimmer, or perhaps book a seat at a Vogon 
Poetry Reading symposium. 


The Troll Galaxy is thought to be 100KLY (one hun- 
dred thousand light years) across and about 1KLY 
thick. So in terms of time, using a Kremm Drive at 
10LY per hour, a ship would take over 14 months to 
traverse the whole disc, or some 4 days to travel 
through the thickest portion of the disc from top to 
bottom. 


The Buffalo Quadrant 

For the purposes of Galaxies & Trolls the Buffalo 
Quadrant (BQ) is where most of the game takes 
place, and is about 1KLY across, with Trollworld at 
its centre. So the BQ can be traversed in about 4 
days using Slippy Space (at 10LY per hour). Within 
this quadrant are about 15,000 stars and tens of 
thousands of planets, amongst which there are 
several hundred habitable worlds akin to Trollworld. 


Slippy Space 

This is the parallel void into which starships can slip 
into in order to travel faster-than-light. Apparently it 
is completely empty, so is perfectly safe. 


Note that once you enter Slippy Space, almost 
every ship travels at a uniform speed of 10LY per 
hour. There are some exotic ways to boost your 
speed a bit, but most of these have a high chance 
of you exiting Slippy Space spread over several 
different places at once. 


[If you want to have a bigger area to play in, but the 
10LY/hour is just too slow, simply change the base 
speed in Slippy Space to suit your needs. ] 


Technology In The Troll Galaxy 
The prevalence of magic has stifled and distracted 
invention by other routes. 


So while you can find 
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most things here that you would find in many other 
sci-fi milieu (albeit powered by kremm batteries), 
there are some differences worth noting. 


Electricity 

Yep, this one is here and is produced by various 
means (solar, wind, hydrocarbon powered turbines, 
kremmdrives, etc.) but not nuclear or fusion. 


Computers 

There is kremmtech to help guide ships using the 
Galaxy Map app (G-Maps) and fire complex 
weapons, run coms gadgets, etc. Ships also have 
kremmtech autopilot, but they don’t talk back to you 
and won't calculate your chances of successfully 
navigating an asteroid field. 


Artificial Intelligence 

Most folk in the Troll Galaxy have a very healthy 
paranoia of machine-based Al and anything that 
comes remotely close to achieving it is very quickly 
recycled. This is due to every race achieving it hav- 
ing then been wiped out by a program that thinks it 
can do life so much better than its squishy masters. 


Robots aka Golems 

‘Robots’ exist in the form of metal and plastic 
kremm-powered golems with abilities determined by 
the requisite spells to create them. 


Some can speak to deliver messages or to describe 
things to their owner/user. You can often find 
golems in advanced industrial settings working in 


shipyards or factories, or perhaps agriculture. They 
also make half-decent soldiers but are not always 
reliable and are never tactful. 


Sometimes golems are used as big, tough, impos- 
ing guards when you can't find some trolls to do the 
job, but a natural brain will often be able to outwit 
them. kremm-powered golems with abilities deter- 
mined by the requisite spells to create them. 


Kremm 

A thousand years ago, wizards would pull kremm 
from the world around them and shape it into fan- 
tastical effects like fireballs, fog clouds, bolts of 
deadly energy or a nice sponge cake and only they 
could command it (yes there were rogues and some 
beasties that could shape it, but wizards were the 
real kremm experts). 


Sometimes wizards created items that were infused 
with kremm that mundane folk could use. These 
‘magic items’ evolved over time to become more 
useful, more common and even mundane. 


Thus the kremm magic of Trollworld has evolved to 
become part of everyday life for advanced races in 
the form of their gadgets, industries and transports. 
Electricity is used, but it can’t power kremmtech nor 
an engine powerful enough to traverse space. 


Some advanced worlds will have electric powered 
transports for land, sea and air, but transports pow- 
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ered by kremm will always out-perform them in 
terms of speed and duration. 


Nuclear wasn't bothered with, as folk had 
kremmtech and kremm to play with instead, and 
harnessing fusion is just a silly idea. 


Kremm Batteries 

The ancient spells of Energizer and Duraspell, when 
combined with certain precious metals, can produce 
amazingly powerful and portable stores of kremm. 
These are now the ubiquitous Kremm Batteries or 
KBs. KBs are what power almost every fancy gad- 
get and transport in the Troll Galaxy. 


It is not possible to draw the kremm from a KB with- 
out some complex mechanics and wizardry, thus 
spellcasters are unable to draw on this Kremm 
source themselves nor interact with it beyond its 
function. 


KBs cost Cr10 per point of kremm charge and disin- 
tegrate after all charges are used up. 


Energizer Kremm Batteries 

EKBs are the most common kremm battery and the 
smaller of the two options. They are two-tone silver 
and black, and usually between 74" and 2" in size 
(0.6-5cm) with a maximum capacity range of 1 to 
100 depending on quality. 


Duraspell Kremm Batteries 

DKBs are the big copper and black ones, powering 
big blasters, big transports and anything else that's 
BIG. They are anything from 12" to 24" in size 
(30-61cm) with a capacity range of 500-5,000. 


Kremmtech 
Kremmtech refers to any gadget or machine that 
relies on a kremm battery to function. 


Raw kremm from wizards cannot be used to power 
kremmtech. 


Wiztechs 

Wiztechs are the folk who create the technology that 
uses kremm as its power source. They blend spells 
with kremm-powered gadgets to make them produce 
spell-like effects - these gadgets are known as 
Kremmtech. 


*Power UP' Your Kremmtech 

Some kremmtech can be 'Powered Up' or 'Over- 
powered' to perform better or for longer by drawing 
on more kremm power If it can be powered up, 
then the item description will say so. 


Some Example Kremmtech 

Below is a flavour of the sorts of kremmtech that you 
can find in the Troll Galaxy. All are crafted by Wiz- 
techs and powered by kremm batteries. Most in- 
clude a sufficiently charged KB when purchased (but 
do read the small print). 


Dem Bones Harness 
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This bundle of cables and clips can be used to ani- 
mate sets of bones which can then be controlled via 
a tiny, wireless gamepad. The bones don't neces- 
sarily have to be from the same creature, but they 
have to be from creatures of roughly the same size 
and structure. 


The bones will animate for 1 hour. 

Needs: 14 charges 

Power Up: no. 

Cr300 for human-sized harness 

Knock Knock Breacher 

This looks like a little complex hammer. Activating it 


and then tapping the right part of a L1 lock will cause 
it to open. Also opens Lock Tight Catches of L1. 


Needs: 3 charges 

Power Up: open harder locks. 

Cr100 

KYA Scanner 

The Know Your Alien hand-held scanner will identify 
any nearby creature scanned, detailing its' kindred, 
origin and summarising their relative danger to you 
as a Universal Standard MR-value output. Other 


random information may also appear on screen, like 
its favourite food (which might be you). 


Needs: 5 charges 

Power Up: no 

Cr100 

Glue You Grenades 

Throw these onto any surface to cover a small area 
of it in a very sticky translucent goo (usually enough 
to catch one creature). Anything trying to travel 


across it will have its SPD reduced to half for 5 com- 
bat turns. Goo evaporates afterwards. 


Needs: EKB 

Power Up: increase the charges for a denser goo, 
x2 duration. 

Cr300 

Little Feets Boots 

This handy footwear will give you a speed boost for 
5 combat turns (target effectively gets 10 actions 
over 5 rounds). SPD is doubled. 

Needs: 10 charges 

Power Up: x2 duration. 

Cr300 

Lock Tight Catches 

These hand-sized gadgets will seal any opening 
door or window for ten minutes. You need to make a 
STR check at the level of the gadget to break the 
catch. 

Needs: 5 charges 


Power Up: increase the check level by x2 per 
minute that the duration is reduced by... 
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Cr100 


OTII Scanner 

A hand-held Oh There It Is scanner with lots of lights 
and buttons, plus it beeps a lot. Used to find various 
things like specific races, types of rock, energy 
sources, hidden things, etc. Range varies (see be- 
low). 


Needs: 4 for the item sought/identified within 25', 
EKB 


Power Up: extra 25' range 
Cr100 


Poor Baby Paste 

This pale blue paste heals any cut, burn, etc. of any 
organic-based life form. Heals 6 points of CON, 
does not stack. 


Needs: n/a 
Power Up: n/a 
Cr200 


Zappathingum Mod 

This weapon mod can be fitted to any hand-held 
kremm-powered gun. |t greatly increases the effi- 
ciency of the conversion of kremm to output energy - 
tripling the damage output of the weapon (triples 
total damage generated, including Combat Adds. 
Also triples Spite Damage). Cannot stack. 


This effect lasts for one shot, then it needs to cool 
down for ten minutes. 


Needs: 24 charges, EKB 


Power Up: double duration requiring double cool 
down time 


Cr700 


Transport 

All transport has just one basic stat: Transport Rat- 
ing (TR). This works much the same way as Mon- 
ster Rating (MR) - from this one stat the GM can 
quickly determine all the main ratings of any particu- 
lar transport, from a Spaceboard to a Star Cruiser. 
TR is the base defense and strength of a Transport 
and is a mix of its armor, standard weapons, mass, 
maneuverability and speed. Ships are all listed with 
this one attribute. 


Armour TR/10 (round up) 
Structure TR 

Combat Dice 1 * TR/10 (round down) 
Combat Adds TR/2 (round up) 

Top Speed TRx10 mp 

Max Power (PWR) 2 

Spare PWR TR 

Hold Capacity TRx10 in m3 


Scanning Range TRx10 MOMs (Millions of 
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Miles) 


Armour is the outer cladding of the transport. 


Structure refers to the hull and internal workings of 
the transport. 


Standard Features 
Most transports that have a cabin have the same 
minimum specifications: 


€ Room to store things 

Scanner to see what is out there 
External lights 

Aircon and heating 

Scrubber to clean the air 
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Built-in weapons (except for tiny-sized trans- 
ports) 


€ Dashboard with lights and buttons 


€ Evacuation Suit (one per standard crew num- 
ber) 


€ Steering device (stick, wheel, etc.) 
€ Comfy captain's chair with optional cup-holder 


Piloting a Transport 

Transports require decent IQ and DEX scores to 
pilot/drive. The six size classes (see the following 
table) require a base IQ10 and DEX10. 


Each size step increase adds 2 to this requirement. 
So a Large class transport requires ۱۵16 and 
DEX16 to pilot/drive successfully. 


Minimum Crew 


While tiny and small transports can be piloted by 
one crew, larger transports require a much larger 
minimum crew. 


For each crew member that you are lacking, your 
transport's effectiveness is reduced, where TR in 
relation to combat is reduced as a ratio of the miss- 
ing crew (rounded up). For example if the minimum 
crew is 2 and there's just one of you then TR is 75. If 
the minimum crew is 8 and there are 2 of you, TR is 
V 


If crew members decide to specifically operate tur- 
rets or repair/boost systems, they are still counted 
as part of the minimum crew. 


TRANSPORT CREW SIZE 


[Transport | Optimum | Minimum | 


TRANSPORT SIZE AND STATISTIGS 


Spare 
TR PWR 


1 
Sman — | 1t02 | 1 ee 
[Small | 


X-Wing, car, APC) 


(cargo runner, Serenity, a tank) 
50 ۱0500 | 5-50 


spaceboard, hoverboard) 


| so [100 | so | soo] 6 | 2] 5 | 


Medium — | 215 | 1-2 feng car APO) 
Medium | 100 | 200 | 100 [1.000] t! | so | 10 | 


(cargo runner, Millennium Falcon, Serenity, a tank) 


Huge | 500 to 5,000 | 50 - 500 (civilian cruise ship, frigate) 
eias esee SOS T 1000 2000] 100 Tros vor ESET 


(battleship) 


5.000 to 
ELI a OTF 


(flagship, mega-factory ship) 


Powering Your Transports 

Ground-based transport can be anything from horse- 
power, through combustion engines, to electric mo- 
tors. 


However, space travel calls for a lot more power. 
Once a kindred gets past the insane use of highly 
volatile explosive fuels, everyone switches to kremm 
power. 


Kremmdrives 

Every starship, and even some larger ground trans- 
ports, have a Kremmdrive engine as their power 
source. Running on extra-large Duraspell kremm 
batteries, these devices provide both the electrical 
and kremm power for everything on board (motion, 
lights, swish-doors, scanners, TTYF turrets, coffee 
machines, etc.). 


The size of the transport determines the maximum 
size of kremmdrive, which in turn dictates what you 
can add to your transport. A transport may be able to 
fit in more devices than it can actually power at once 
and then switch between them, but there will be 
physical limits on this, such as reducing the hold ca- 
pacity. 

Note the electrical output of a Kremmdrive is unlimit- 
ed. 


Slipdrives 

Kremmdrives on starships can also have a Slipdrive 
add-on which is what allows starships to travel faster- 
than-light across the Troll Galaxy. Slipdrives require 
PWR50 from a kremmdrive to enter and then remain 
in Slippy Space. Once in there the kremmdrive is all 
you need to move through it. To leave slippy space 
you simply turn off the slipdrive. 


Scottish Talent 

This special talent allows an engineer to boost the 
kremm output from a Kremmdrive, giving more pow- 
er. But, it can be short-lived and dangerous. The 
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(flagships, mega-factory ship) 


base is L2IQ. For every increase in spare power by 
10%, the check level increases by 1. If the check fails 
then the engine shorts out for 1d6 hours, leaving only 
enough power for life-support to function. 


Cables And Stuff 

You will usually have two types of power cables com- 
ing from the kremmdrive and running throughout a 
transport - metal composite ones taking electricity to 
basic things like lights, swish-doors, heating, etc, and 
crystal-thread ones which transfer kremm power from 
the Kremmdrive to various kremmtech such as 
weapons, scanners and slipdrives. 


Example Transports 

Alphabet Fighter: These single and two-seater 
fighters are fast and deadly. They come in a variety 
of vaguely letter-shape configurations which indicate 
their particular weapon setups. 


Size: Small 
TR: 50 


Firefly: don't let the large, glowing butt put you off. 
These are very capable cargo haulers that only need 
three crew to fly. They are faster than most things 
their size and have plenty of extra room for crew 
quarters and passengers, as well as two small shut- 
tles for those special little trips. 


Size: Medium 
TR: 200 


Space Wagon: a medium-sized cargo hauler. 
They're blocky, but good. Cargo capacity is double 
the usual base of TR x10. 


Size: Medium 
TR: 100 


Spaceboard: essentially a kremm-powered surf- 
board for looking cool on in space. Much like skis, 
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your boots are locked in place on the board. No ar- 
mour or weapon attributes. 


Size: Tiny 
TR: 10 


Transport Combat 

One of the big wins for T&T is the great combat sys- 
tem. So the premise for transport combat in G&T is 
to use a combat system that mirrors T&T. The basic 
principle of combat is unmodified: both sides aim to 
get the higher Hit Point Total (HPT) and the losing 
side takes the difference in HPT as damage, less 
any Hits protection from armour. 


Transport Combat Options 
Most transport combat will give you the following 
options: 


€ Attack 
€ Dodge 
€ Flee 
€ Stunt 
& Surrender 
TR can be modified by adding things like: 


TRANSPORT MODS 


(e.g. Blaster Turret) 


20 
5 


Big Vs Small Vs Big 

Hitting smaller things gets harder the bigger you get, 
but when you do hit it really hurts. If your target is 
more than two steps smaller than your transport, the 
chance to hit is one level higher, i.e. harder. 


Likewise if you are smaller but have a huge ‘barn 
door' target, it is easier to hit. So for every size step 
greater than two, reduce the difficulty by one step. 


Transport Combat Dice 

The number of combat dice that a transport gener- 
ates is calculated by TR/10 +1. So an armored 
transport with TR50 would have 6 dice, while a bat- 
tleship with TR300 would have 31 dice. 


If you choose to detail individual weapons the total 
base damage dice cannot exceed this rating. 


Note that due to the relative scale of the weapons 
involved, damage from transport blasters is expo- 
nentially more deadly than hand-held weapons. 


If your ship takes progressively more damage things 
will start to fail (see Damage Effects later on). Your 
transports combat dice also reduce as you take 
more damage, being a ratio of your Structure Points. 


Gunne Crew 

If the pilot is doing it all from the helm (flying, shoot- 
ing, dodging, repairs, etc.) then the transport's listed 
combat stats are what you use. 


However, if you have a crew and they take on spe- 
cific tasks in combat like blasters, engineering, etc. 
they can increase accuracy and damage. Anyone 
specifically firing weapons mounted on a transport 
gains Combat Adds. For manually operated turrets 
the Adds are gained from STR, DEX, SPD and LK. 
For remotely operated weapons, such as from the 
helm, the Adds are gained from IQ, SPD and LK. 


Options: Transports have a maximum number of 
gunne positions equal to TR/50. So a TR100 ship 
has a maximum of two gunne positions. If you have 
more than one dedicated gunner you split the trans- 
port’s combat dice between them, and both gunners 
get to include their adds, so you are a lot more effec- 
tive in attacking. 


Alternative Turret Rule 

Some GMs prefer to require DEX checks to hit tar- 
gets with manual turrets, as they are essentially 
ranged weapon attacks. 


Turrets are individual units with a seat. If operated 
remotely by the pilot as part of flying then no combat 
adds can be added. 


Specific Targets 

Sometimes you want to target the engines of a ship 
you're chasing, or perhaps the Sticky Bug on your 
friend's hull. For these you will have to make an 
additional DEX or LK check for manual turrets, or an 
IQ or LK check for remote turrets. 


The GM will base the check level on the size of the 
target, range, etc. 


Armour 

Armour is calculated from TR/10 and can be en- 
hanced with mods or bolting on big bits of stuff. Ar- 
mour has a Hits rating for a transport and reduces 
any incoming damage by that amount. 


Note that every time the damage exceeds the hits 
rating of your ship's armour, it loses 1 point of pro- 
tection. This will have to be repaired to fix it, at a 
cost of around Cr500 per point. 


Structure Points 

Your transport's Structure Points are equivalent to 
the TR. This is the health (CON) of the transport 
including its internal structure and workings - when it 
reaches zero it's a write-off. 


Transport Spite Damage 

Spite damage ignores any armor - the total spite 
damage is deducted directly from the structure 
score. 


PAGE 46 
ars 


Transport Stunts 

From pulling a wheelie, using docking-clamps, 
chucking out the co-pilot or sling-shotting around a 
neutron star, stunts can be just as effective in trans- 
port combat as in a melee. Your pilot may even 
have a Talent to help. Fighter ships often need to 
pull a lot of stunts when attacking battleships which 
can do 50d6 damage! 


If you fail a stunt roll then the enemy gets all the 
bonuses you would have had and you get any 
penalties. 


If you roll a 3 then the penalties and bonuses are 
doubled in your enemy’s favour. 


Example Stunts 
€ Back Off! - retreat and hit from afar 


Evade, e.g. Barrel Roll, hold on to your lunch. 
You cannot attack. 

At L2DEX: halve enemy adds (round down) 
At L3DEX: No adds for enemy 


At L4DEX: Enemy dice halved and gain no 
Adds 


At L5DEX: avoid everything except Spite 
* At L6DEX: can't touch this! No damage. 
€ Flip and Blast, oh yeh! 
* AtL2DEX: *1d damage, enemy -1d 
* At L3DEX: +2d damage, enemy -2d 
* At L4DEX: +2d and enemy loses all adds 
* At L3DEX base +3d damage 
€ Fly Bye, remember to wave 


* At L2DEX base +1d dam- 
age 


X 00K K X‏ چا 
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Repairing Armour and 
Structure 

You can repair a transport's Ar- 
mour and Structure using appro- 
priate gear and supplies at a rate 
of 1 point per hour, provided you VID 
can get to the damage. The W 
Bodge-lt talent can double this rate 
of repair. The difficulty level is 1 
per 10% of total damage taken by 
the hull or armor being repaired. 


If you can make it to a garage! 
space dock the repairs can usually 
be done at a rate of 5 per hour or 
even more, depending on how 
skilled the mechanics are. Costs 
for such work vary a lot so hag- 
gling is advised. 


Enhance-a-Mod 

A common stunt involves tinkering 
with Kremmtech on the fly. If you 
are skiled in Kremmtech you 


might feel like trying to temporarily boost the effect 
of a ship's mod or such. The GM will set the chal- 
lenge level vs your IQ based on the situation and the 
complexity of the tech involved. Be warned: if you 
roll a three then something bad WILL happen. 


Damage Effects 

The GM will determine what effect damage has on a 
ship and it’s crew, usually randomly adding one of 
the following for every 20% of maximum TR lost and 
then deciding what effect that might have on the bat- 
tle. 


2d6 Effect 
Loss of artificial gravity 


Loss of propulsion 
Loss of atmosphere 
Loss of navigation 
Loss of flight controls 
Loss of weapons 

Loss of lighting 

Loss of heating/cooling 


sP AON Oa FWD 


0. Loss of cargo 
11. Loss of supplies 
12. | Random sparks and flames 


A decent engineer can often get things back up and 
running, if they're not too busy drinking. This re- 
quires one check per effect you are trying to fix. The 
IQ check is at one level per 20% damage, so if a 
ship has taken 40% damage the target roll is ۵2 
(25 or more). 
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Disabling attacks 
Sometimes you want to capture the other transport 


rather than blow it up. For this you enter combat 
and roll HPTs as usual, but when the opponents 
transport reaches zero it is disabled, meaning it can 
no longer maneuver, attack or defend for at least an 
hour. 


The actual damage to the losing transport is only 
25% of the recorded damage (round down). 


Each point of disabling damage below zero adds ten 
minutes to the base hour the transport is disabled 
before it can be operational again. 


Squadrons 

If you want the big dog-fight feel you can simply total 
up the dice and adds for each side and then just 
divide the totals for both sides by the same number 
to make it manageable. 


So if the total comes to 600 dice and 200 adds on 
one side and 400 dice and 100 adds on the other, 
divide both by 100 to get 6 dice and 2 adds vs 4 dice 
and 1 add. Or you could divide by 50, whatever you 
feel like. 


You could also add in the respective battleships too. 


Kremm Rockets 

Guided by Seek Ye tech and with Boom Bomb and 
Hell Bomb Burst warheads - these one-hit weapons 
are a nice addition to your arsenal if you want to 
make a point at a distance. 


All rockets have a base damage score and then an 
additional variable damage roll. 


They need a corresponding Launch Tube to fire 
them, which will set you back Cr100 plus the Base 
Damage of the most powerful rocket it can launch. 


Note that all rockets have a transmissible Kill Code 
that is clearly labeled on each one in BIG RED 
LETTERS. They also have a SAFE/DANGEROUS 
switch for transportation. 


Rockets DEX check to hit something 
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Target Size | Pointblank Near Far Extreme Phenomenal 

(0-5 km) (6-50 km) | (51-100 km) | (101-150 km) | (over 150 km) 
IMMENSE 
HUGE 
LARGE 
cruiser 
MEDIUM 
SMALL 
TINY 

405) | 809 | 15100) | 251290) | 45 (240) | 


A List Of Kremm Rockets 

Boomer: these are standard rockets for blowing 
things up. Their Boom Bomb warheads' base dam- 
age can be anything from 10 to 500, with a modifier 
of 2d. Boomers cost their Base Damage x10 in 
Credits. 


Hammerhead: these rockets specialise in cracking 
armor. Each 10 damage over and above the target's 
current armor rating will reduce the armor by 1 point. 
Base Damage of 1 with a modifier of 2d. Cr100 per 
base point. 


Mosquito: these annoying rockets only use their 
Base damage vs armor and are intended for captur- 
ing transports without destroying them. If they get 
past the armor, they use Glue You tech to lock on to 
the hull and then a Slyway Robbery mod to start 
draining kremm power from the target. This reduces 
a Transport's maximum power by 5 units per round/ 
minute until disabled. They expel the PWR as light 
and heat out of their rear exhaust, so they stand out 
once they 'bite'. The cost of these things is Cr200 
per point of Base damage and they have a damage 
modifier of 1d6 per Cr200. Shocking Armour mods 
will zap these bugs. 


Big Badaboom: the name says it all. The kremm- 
powered Hell Bomb Burst warhead on these things 
will vaporize most targets. Base damage of 2,000 
with a modifier of 6d x100. Cr10k. 


Dodging Rockets 

A skilled pilot can sometimes avoid missiles using 
nifty flying, but it's very difficult to do. The chance to 
avoid is L3DEX. 


If there is more than one rocket heading your way, 
the chance to dodge them all is one level higher 
(more difficult) for every rocket after No.1. So if you 
have four rockets coming your way, you have a *3 
levels of difficulty penalty to cope with. 


Pimp My Starship 

You can sometimes upgrade specific 
elements of your ship through spending 
lots of money, salvaging from wrecks or 
stealing stuff. Of course you will need 
the requisite stats to install it (IQ, DEX, 
etc.) and enough kremm power to run 
it. 

Such kit will add specific bonuses to 
weapons, speed, stealth, structure 
strength, etc. 


Never underestimate the effect of a 
cool paint job either. 


Example Transport Mods 
Alaka-Scram Burst: PWR100. Re- 
duces target's speed with a local ener- 
gy wash, while temporarily boosting yours. Great for 
a quick getaway when you are outgunned or embar- 
rassed. 
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Crazy Ivan Button: PWR10. Push this button to 
get your transport to move in a mad zig-zag pattern 


for the next four rounds. Effectively increases Ar- 
mour by 2d x10%, but reduces Combat Adds by half 
(round down). 


Dyna-Paint: PWR10. A good paint job will surprise 
and distract your opponents, as this dynamic picture 
flows and morphs over your transport. Double your 
adds from SPD for the first round, x1.5 Adds for the 
second round. 


NYSMNYD: PWR200. The power-hungry Now You 
See Me Now You Don't mod, is the ultimate in sur- 
prising/avoiding fellow spacers. At PWR200 it's 
usually only found on the bigger ships, and it's PWR 
cost goes up at a rate of one per minute of continu- 
ous use. After each use it has to recharge for one 
hour per minute that it was switched on. 


Personal Combat 
Punching, shooting, throwing things - this is where 
the serious action is. 


Physical Combat 
The rules for fighting with blades, punching, 
wrestling, etc. are the same as for DT&T. 


Missile Weapons 

For missile weapons (blasters, slug-throwers, bows, 
etc.) G&T favours a spin on the MSPE rules, as 
these better reflect a setting where almost all 
weapons involve pointing something at something 
and then pulling a trigger. 


To hit something you will have a Target Number (TN) 
which you need to roll on or over to hit your target. A 
miss is usually harmless, but if you roll a total of 3 
then it is a bad miss and the GM will let you know 
what happens next. 


Missile Weapon Combat Steps 
1. Find your stance TN on the tables below 
based on your blaster size. 


2. Find your target’s stance TN from the same 
table (it does not matter what weapon they 
have). 


Add these two numbers together. 


Modify this total with the Target Size Modifier 
table. This is then what you have to roll on or 
over with 2d6+DEX and DARO applies. 


5. Roll a total of 3 and something has gone 
wrong (GM will decide on blaster fault, wrong 
target, etc.) 


You can use any hand held weapon that you have 
the total base statistics for. All hand-held weapons 
fit into one of the following four categories: 


Small - (handblasters), revolvers, pistols, blasters 


Damage range 4d6 - 9d6 
DEX 8 STR 10 
Single handed use. 
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Medium - SMGs, assault rifles 
Damage range 606 - 10d6 
DEX 12 STR 12 


Dual-handed use. One-handed use means -5 modi- 
fier. 


Large - hunting rifles, sniper rifles, blaster rifle 
Damage Range 8d6 - 12d6 
DEX 15 STR 12 


Dual-handed use. 
modifier. 


One-handed use means -10 


Huge - rocket launchers, chaingun, BFG. 
10d6 - 20d6, possibly with x2 - x5 damage. 
DEX 18 STR 20 


Dual-handed use. One-handed use means increase 
DEX level to hit by 1. 


If you have more than one hand/tentacle/claw, plus 
you meet the total STR and DEX requirements, you 
can wield more than one gun at a time and fire them 
all once per round. 


If you don't have the minimum DEX or STR to wield 
a gun effectively it will be a lot harder to hit what you 
are aiming for, i.e. it's just too heavy and/or too fid- 
dly for you to use it effectively. For every point of 
DEX or STR that you are lacking, add that to the 
total target number to hit. 


Modifiers to Target Number 

& DEX adds reduce the Target Number 
Night shooting adds 10 
Scopes subtract 10 at >50 yards 
Nightscopes subtract 20 
Bows add 10 
Thrown things add 15 
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SMALL AND MEDIUM BLASTERS 
ee [une wre tee 
5 yards or 5 45 
less 


yards 
plus 


Mod It 

Most hand-held weapons can have upgrade mods to 
increase their stats, reduce DEX level (target en- 
hancers) and add additional effects. 
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LARGE AND HUGE BLASTERS 


Standing/ : 
less 


51-100 
yards 


101 yards 
plus 
TARGET SIZE MODIFIER 


IMMENSE 
(over 15 ft) 


6-50 Yards 
: 


MEDIUM 
(2-5ft) 


SMALL 
(8" - 2 ft) 


TINY 
(under 8") 


Example: Zappathingum Mod - Runs on an EKB. 
Uses 24 charges per round to triple the damage of 
any kremm-based, hand-held weapon. 


Cr700 


Ammunition 

You need to keep track of your ammo/charges. The 
GM could drop ammo altogether, but that might be 
too much simplification. 


Multiple Shots 

All hand-held weapons, or blasters, are ranged 
weapons like other ‘missile’ weapons. While some 
blasters and slug-throwers can fire a lot of shots 
very rapidly, for the purposes of G&T combat you 
still only roll damage once, for three reasons: 


1. The damage rating for a rapid fire gun takes 
into account the additional shots. 
2. Like in a movie, most shots from machine 
blasters miss the heroes. 
3. We want combat to be slick and fast. 
It's Merely A Flesh Wound 


T&T can be very brutal to characters when it comes 
to ranged weapons, and G&T is no different. 


To make your character's life a bit longer, you can 
use the ‘Trauma’ rules for blasters from DT&D where 
players roll on their LK to hopefully lessen damage 
from blasters. 


Trauma 
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Use the Trauma rules from DT&T. In summary: 
Player characters or those with attributes may make 
a L1SR on Luck when being targeted by a blaster, 
slug-thrower or similar weapon. Anything over the 
minimum (20) is deducted from the damage. Crea- 
tures with monster ratings instead of attributes sim- 
ply take the full amount of damage. 


Example Hand-Held Weapons 


Blasters 
Blasters throw a pulse of kremm-derived energy to 
inflict damage from afar. 


Pulse Blaster (small weapon): there are lots of 
variations for these, but it's essentially a handgun, 
think Han Solo. 


STR: 8 DEX: 10 
Damage: 4d 


Range: reduce DEX check level by 1 step for Point 
Blank and Near. Increase DEX check level by 2 per 
step further than Near. 


Needs: EKB, 1 charge per shot 
Power Up: no 
Cr100+ 


Blaster Rifle (large weapon): a blaster for longer 
ranged shots. Comes in many forms and varying 
power. 


STR: 15 DEX: 12 
Damage: 6d 


Range: increase DEX check level by 2 for Point 
Blank. Decrease DEX check level by 2 for Far or 
further. 


Needs: EKB, 4 per shot 
Power Up: no 
Cr200+ 


Stratoblaster (large weapon): a multi-use, stringed 
instrument and blaster rifle combined. Comes in 
many forms, often with very cool artwork and a firing 
pick (also called a ‘firing plectrum’ in other parts of 
the quadrant). 


STR: 15 DEX: 12 
Damage: 5d 


Range: increase DEX check level by 1 for Point 
Blank. Decrease DEX check level by 2 for Far or 
further. 


Needs: EKB, 4 per shot 
Power Up: no 
Cr200+ 


Vary-Blaster: these heavy blasters have a back- 
pack and can have their power dialed up or down. 


STR: 17 DEX: 16 
Damage: 6d+ 
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Range: reduce DEX check by 1 step for Point Blank 
and Near. Increase by 2 per step further than Near. 


Needs: EKB or DKB 


Power Up: Can dial the damage up or down. The 
lowest setting is 6d for 8 charges, but it can rise by 
+1d per additional 4 charges. 


Cr600 


Rocket Launcher 
These throw out projectiles with Boom heads on 
them that explode on impact. 


Slug Thrower 

‘Relics’ from the pre-kremmtech era using bullets. 
No kremm batteries required so are frequently en- 
countered. 


Not to be confused with the infamous Slug-Throwers 
used by the space goblins of Rypell-9, which fire 
caustic, slimy, shell-less molluscs. 


Vorpal Blade 

A blade that has the power to oscillate its edge, 
making it very sharp. Available as knives to 
broadswords, also axes, spears, etc. Doubles the 
standard listed damage for that blade type at a cost 
of 5 charges per round. 


Needs: EKB, 5 charges per cut. 


Armor 

G&T doesn't do slow-and-crunchy, so you won't find 
countless tables and rules for different weapon at- 
tacks vs different armor vs different environments. 
There are a few rules and tables, but they are a light 
touch. 


Any armor from the normal T&T Rulebook is also 
valid, including shields. This list contains 


only the newest armor avail- 
able. 


Example Armour 

Kremm Suit: flimsy, cloth-like materi- 
al, often worn as cloaks or other outer 

garment. Protects covered areas from 
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direct spells. The suit has a WIZ Attribute rating 
equal to its current EKB power level/10. Most come 
with a 200EKB so start with a WIZ20 rating. At 0 the 
suit is useless without a new kremm battery. 


Grants L1WIZ roll vs any direct-affecting spell. Each 
time it successfully resists a spell, its EKB is re- 
duced by the total amount of WIZ that the attacker 
expended. 


Needs: EKB 


Kremm Shield: 5 hits. If you can get this between 
you and a wizard it can really help Vs spells. The 
shield has a WIZ Attribute rating equal to its current 
EKB power level/10. Most come with a 200EKB so 
start with a WIZ20 rating. At 0 the shield is useless 
versus spells without a new kremm battery. 


Grants L1WIZ roll vs any direct-affecting spell. Each 
time it successfully resists a spell, its EKB is re- 
duced by the level of spell that it defends against. 


Needs: EKB 


Heavy: 20 Hits. It’s heavy, requiring a STR of 18 
plus 1 per extra point of STR per 2 points of protec- 
tion over the base level. So a 24 Hits suit would re- 
quire STR 20. 


Powered: 12 Hits. STR 8 DEX -1. Pricey but this 
kremm-powered suit works with you, reducing the 
STR and DEX modifiers for a 12-Hits suit. Requires 
an EKB and uses 1 charge per hour. Most wearers 
don't realise it's a Golem's 'skin'. 


Shiny: 8 Hits. STR 8 DEX -2. This stuff is expen- 
sive but its kremm-dipped-crystal coating deflects a 
portion of any blaster fire out randomly in a 20', 45 
deg arc. Roll d6 - an odd number means it misses 
any life forms, an even number means the bolt hits 
someone for half the rolled damage (round down). 


Shock You: 8 Hits. You can activate it to shock any- 
one touching it for stunning damage at 1 point per 
charge. A dial on the 
waist allows you to 
vary the shock from 1 
to 100. Kremm-pow- 


s ES ered using an EKB. 


Temper: 10 Hits. 
Kremm-powered us- 
ing an EKB. This ar- 
mor can expend 21 charges in any round to treble its 
Hits for 5 rounds. 


Tough Guy: 10 Hits. Kremm-powered using an 
EKB, this armor can expend 12 charges in any 
round to double its Hits for 10 rounds. 10 rounds to 
reset after each use. 


Zapparmour: 10 Hits. Kremm-powered using an 
EKB, this armor can expend 30 charges in any 
round to treble its Hits for 30 rounds. 30 rounds to 
reset after each use. 
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Player Characters 

Character Types 

The three basic DT&T character types remain as the 
foundations for all player characters: Warrior, Rogue 
and Wizard. 


Warrior 

Although this covers all military, mercenary and civil- 
enforcement types, it also covers just about anyone 
that may have a need to punch or shoot things. 


Wizard 

With magic having largely been replaced by 
kremmtech, true wizards are rare. Spells are seen 
as old fashioned and outdated sorcerer's ways. 


Spelltech is a much more reliable source for the 
powers and effects that used to be the sole com- 
mand of wizards, plus the tech doesn't get distracted 
with books and shiny sticks. 


Most wizards are now Wiztechs of one sort or an- 
other, leaving their day-to-day sorcery behind. 


Wizard Specific Detriment: Limited blaster use. 
The maximum size of gunne that wizards can effec- 
tively handle is ‘small’, due to the interference with 
the way blasters discharge raw kremm power. 


Rogue 

Rogues with a spell or two are quite rare now. Like 
wizards, spells are seen as quaint. Rogues still 
have the Roguery Talent. 


Rogue Specific Skill: If a rogue chooses to forgo all 
spells, they get a +1 
bonus to all Kremmtech 
or Technology/Engineer- 
ing type talents. 


Backgrounds 

Everyone has a back- 
ground which defines 
what kind of character 
they start as in the 
game. The list below 
gives some general 
ideas but you are not 
limited to it, just run any 
alternative ideas past 
the GM first. Whatever 
your background, you 
are about to become an 
adventurer, and maybe 


even a hero. Fame, glo- ۵ 
ry and riches await you NNN 
(and possibly glorious ff Wr 


N 
IAS S 
death). \ NN 
Key: Each background NS 5 M ۱ V 
has an indication of the E ( ۸ 
general character type 
that best fulfills that role 
- Wizard (Wz), Rogue 
(R) or Warrior (Wr). 
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Assassin (R): Deadly. Working for coin or cause, 
you live in the shadows. 


Battle Mage (Wz): Using archaic spells you amaze 
and terrify enemies and citizens alike. 


Body Guard (Wr): They have to get through you 
first. 


Bounty Hunter (Wr): Tracking down the scum of 
the galaxy for credits. 


Citizen (Wr/R): The most uninspiring type you could 
take, but the GM will find a use for you. 


Criminal (Wr,R): Thief, burglar, or other miscreant - 
there are a lot of types of criminals, and not all are 
‘Bad guys’. 

Diplomat (R): Charismatic and well read, you travel 
far and do lots of meet-and-greets. 


Engineer (Wz): Wiztechs and their kremmtech or 
maybe a grease-monkey. 

Entertainer (R): You could be playing instruments, 
doing tricks, singing - all the galaxy’s a stage. 
Explorer (W/R): What's out there? Let's go find out! 
Because it’s there. 

Holy Crusader (Wr): Might is right and you need to 
educate people on why they are so wrong in what- 
ever they do or believe. 

Hunter (Wr/R): Track it, catch it, kill it, eat it, you live 


the outdoor life. Obviously the kill it/eat it bits are 
optional. 
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Medic (Wz): With bandages and kremmtech, you 
keep your party in working order. Could be a sur- 
geon or other medical professional. 


Mercenary (Wr): Blaster and blade for hire. No 
commitments, do what you want. 


Merchant (R): Making the deal is what it’s all about. 
Legal trade or illegal trade. 


Miner (Wr/R): You don't have to be a dwarf to be the 
best at digging, but they are rather good at it. 
Prospectors comes under this type too. 


Noble (Wz/R/Wr): Posh, probably rich, and definite- 
ly better than everyone else. 


Officer, Military (Wr): Armies are found on just 
about every world and you are a leader of soldiers. 


Pilot (Wr): Fly high, fly free. Air-jockey, rescue pilot, 
fighter ace or cargo runner. 


Peacekeeper (Wr): Laws are there for a reason and 
if you can’t understand that, then a peacekeeper will 
educate you. 


Priest (Wz): Have faith and maybe get out there and 
show others how amazing it is. 


Sailor (Wr): It's not all shanties and blasters, but 
you love sailing oceans or being amongst the stars. 


Scholar (Wz): A know-it-all, but you just can’t help it. 


Scientist (Wz): Nerdy and never appreciated, but 
where would they be without you? 


Security Guard (Wr): Standing at your post or 
keeping an eye on an important person, you are 
ever-watchful and ready for anything. 


Smuggler (R): Transporting goods, but usually for- 
getting your permits. 


Soldier (Wr): Blasters and orders make for a simple 
life, hopefully not too short though. 


Spy (R): Sneaky. Are you working for the Good 
Guys or the Bad Guys (or both)? 


Utility Mage (Wz): A much more practical take on 
spell casting and being a useful member of society. 
You like to fix and improve things and be helpful. 


Wiztech (Wz): A useful maker and repairer of 
kremmtech. 


Talents 

G&T has a slightly different take on talents, but if you 
prefer T&T RAW, then just ignore what follows and 
simply add the list of Talents below to those listed in 
DT&T. 


How Many Talents? 

The maximum number of Talents allowed is equiva- 
lent to % your INT Attribute score plus your level. A 
reasonable number to start the game with is 8. 


Applying The Talent Bonus 
For the G&T game, every Talent provides an initial 
‘entry level’ (novice) +1 modifier to the Attribute 
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check in question, and has a maximum modifier of 
+9 (master). 


Broad and Narrow Talents 
Broad and Narrow Talents have the same rules for 
increasing the bonus through APs and levels. 


Narrow Talents will also gain you a reduction in the 
Level by 1 or 2 two steps depending on how the GM 
sees it or how you sell it. 


For example: 
€ Transports, Flying (Broad Talent) +1 to +9 mod- 
ifier 
* Tiny/Small Starships (Narrow Talent) +1 to +9 
modifier and -1 Level 


+ Fighters (Narrow Talent) +1 to +9 modifier 
and -1 to -2 Level 


Improving Talents 


New Talents can be acquired, or existing ones im- 
proved, in one of two ways: 


1 - Levelling Up: As your character levels up, you 
may choose one of the following options for free, 
each time you go up a level: 


€ Acquire a new broad Talent at Novice level (+1 
bonus). 


© Increase one Talent by one step, up to a maxi- 
mum of +9. Remember you must have the min- 
imum Attribute score shown in order to raise 
your Talent to that particular level. 


Talent Advancement: Bonus and Cost 


Minimum APs 
Talent| Attribute |Required to| Total APs 


2 - Experience: In addition you can spend adven- 
ture points at any appropriate time to acquire or im- 
prove your Talent. The GM will decide if your de- 
scription of why this happens is appropriate. 


€ Purchase a new Talent at entry level (+1 
bonus). 


€ Increase a Talent one step. Talents improve by 
+1 at a cost shown on the table below. Re- 
member you must have the minimum Attribute 
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score shown in order to raise your Talent to 
that particular level. 


I don’t know how to fly this thing! 

If you don’t have an appropriate Talent, but still want 
to have a go at something, the GM will decide on an 
appropriate Check Level for it. 


As a minimum this Level will be one step harder 
than that described in the adventure. 


Some Extra Talents For G&T 
All the talents listed in DT&T are available and any- 
thing else you can imagine and that the GM allows. 


9 Transports, Flying 
x Tiny/Small Starships 
+ Fighter 
+ Small Freighter 
+ Leisure Craft 
* Medium/Large Starships 
+ Holiday Cruisers 
+ Cargo Ships 
+ Battle Cruiser 
* Huge/Immense Starships 
+ Heavy Processors 


+ Flagships 

4+ Small Moons 
& Transports, Land 
* Tiny/small 
* Medium 
* Large 
€ Transports, Marine 
* Tiny/small 
* Medium 
* Large 
€ Kremmtech 
x Kremm Batteries 
x Kremmtech Repair 
* Kremmtech Invention 
€ Engineer 
x Same Narrow Talents as for Transports 
€ Technology 
æ Computers 
* Security Systems 
* Defense Systems 


* Robotics (Golems) 
€ Transport Gunner 
* Light Turrets 

+ Medium Turrets 
x Heavy Turrets 

* Missiles 


Life In Trollspace 

Buying Things 

The ubiquitous currency of the Buffalo Quadrant is 
known as Credits. You can also trade in precious 
metals and gemstones on some planets, or just 
about anything that’s rare or sought after. 


Kindreds In Space 

All of the more intelligent kindreds of Trollworld now 
travel through space and can be found throughout 
the galaxy. 


For the most part the planets they choose to settle 
are reflections of their stereotypes: tranquil elf 
world's, warlike Uruk world's, rugged mineral-rich 
dwarf world's, dodgy hobb world's, etc. 


Some planets have been settled by several Troll- 
world kindreds and not always amicably. 


$ 
* ss Å 


Monsters! 
Anything that could be found on trollworld can now 
be found in space and/or on other worlds. 


To fully convert any T&T monster/kindred for use in 
G&T, add the word 'Space' in front of its listed name. 


Food 

Planets and bigger transports will likely have access 
to fresh food, but when you fly further out into ‘wild 
space' you will find it much harder to order a pizza. 


So pack a sandwich or invest in a Mac3000. This 
amazing kremmtech by the Wiz-O-Matic Corp can 
create a kindred-specific nutritious burger with a 
slice of cheese from nothing. It's not very flavour- 
some, so have your favorite sauce to hand. The 
manual includes a twenty page philosophical waiver 
for vegetarians concerning the fact that the meat, 
though 'real', did not actually come from a living or 
dead creature. Most vegetarians just push the 
green veggie-burger button anyway, because who 
would ever trust a philosophical wizard? 


Laws and Outlaws 

Settled planets can range from advanced civilised, 
structured setups right down to ‘wild west’ frontier 
settlements. 
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Most have some kind of structure with leaders, 
workers, merchants, military/police and both rich and 
poor citizens. Lawyers and second-hand spaceship 
salesmen are often encountered. 


Time and Calendars 

Some educated types have fancy ideas of time not 
being the same for everyone everywhere due to 
their relatives flying too fast. This theory is just irri- 
tating for most kindred and so is dismissed in a puff 
of quasi-logic. 


You could have different lengths of days on different 
planets due to different rotations, but that really irri- 
tates the Interstellar Calendar Print Co. Go crunchy 
if you like, but don’t blame me if time slows down for 
everyone. 


Communication 

Chatty Cubes are all you need. These are small 
crystal cubes that allow you to have an audio or 
video conversation with anyone else you know that 
also has a Chatty Cube. 


Distance is not a factor and you can call multiple 
people at once. You can also dictate to it to send a 
written message or even ask it to take a nice picture 
or record a funny video of a cat. 

If you can't provide enough personal info to distin- 
guish Captain Laserpants from all the other Captain 
Laserpants, it won't connect. Try adding in his last 
known ship name or pet name, something unique to 
him. 


Obviously you can also call specific companies or 
organisations rather than individuals, such as the 
Galactic Office of Taxation, etc. Note that the GOOT 
will likely keep you on hold long enough for you to 
have flown there anyway. 


Technology Levels 

Populated planets vary widely in their levels of tech- 
nology, so here are some examples of what you 
might find out there. The timeline below is that of 
Trollworld. 


Level Approximate Era 
1. Primitive/Stone Age 


a. Troll hit dwarf with big rock. 
2. Metal Age 
a. Dwarf hit troll with big metal axe 


b. Elf makes fancy boat and sails away from 
dwarf and troll. 


3. Kremm Age 


a. Spells are now common and wizards are 
cool for a while (traditional T&T games are 
based in this age). 


4. Industrial Age 
a. Hobb mechanises baking 
b. Human gets fat on cakes 
c. Elf makes a bigger, faster boat 
TROLLSZINE 
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d. Gnome makes a boomstick 
5. Kremmtech Age 


a. Dwarves and Gnomes claim to have in- 
vented kremmtech, humans say they did it 
last Onesday, as do the elves. All agree to 
disagree and start fighting with the hobbs 
over the cakes. 


b. Gnome makes computer 
c. Dwarf breaks computer 
d. Troll eats computer 

6. Interplanetary Age 


a. A trollian first enters space (wearing a very 
surprised expression) 


b. Kremmdrives are a thing. 


c. Elves try to fly away from all other kin- 
dreds. 


7. Interstellar Age (when G&T is set) 
a. Hello Slippy Space! 


b. Kindreds spread out across the galaxy, but 
keep coming together for parties and/or 
wars. 


8. The Future 
a. Literally anything could happen. 


How Crunchy Do You Like It? 

These rules are expanding all the time, but hopefully 
there's enough here to get you started, or at least to 
get an understanding of what | have tried to achieve. 
The premise with G&T is to simply transpose Deluxe 
Tunnels & Trolls rules into a sci-fi setting where 
magic fuels and facilitates technology. 


You can of course add more detail to weapons, ar- 
mour, ships etc., but remember: increasing the 
crunch will decrease game speed - as explained at 
the start, G&T is an action movie, not a science 
documentary. 


Finally, just like the philosophy of the original T&T 
rules, keep what you like and chuck the rest out of 
an airlock. 


Glossary 

Buffalo Quadrant: the BQ is where all the action is. 
This is the known, settled portion of the galaxy with 
still plenty to explore. 


Chatty Cude: ubiquitous communication device 
found throughout the Buffalo Quadrant. 


Check Level: the difficulty to attempt something 
(see Check Roll). 


Check Roll: aka Saving Roll. A roll against an at- 
tribute. 


GOOT: Galactic Office of Taxation 


Kremm: aka mana or magic. A mystical power that 
is found throughout the galaxy which can be formed 
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into spells, blended in kremmtech or captured in 
kremm batteries. 


Kremm Battery: the ubiquitous magical power 
source for powered technology in the galaxy. 


Kremmdrive: the engine that drives all powered 
transport in the galaxy. 


Kremmtech: knowledge and technology based on 
magical spells as the active component, all powered 
by kremm batteries. 


KLY: unit of 1,000 light years. Pronounced kl-eyes. 


MOMs: unit of distance, Millions of Miles. MOKs 
can be used instead using the same values, as no 
one will notice the odd yard/metre difference. 


Slippy Space: a parallel extra-dimensional place 
bordering 'real' space. 


Slipdrive: the thing to get you in and out of Slippy 
Space. 


Troll Galaxy: billions of stars with millions of worlds 
and plenty of weird and wonderful life. Mostly unex- 
plored and often unfriendly. 


Trollian: a denizen of the original trollworld. 


Wiztech: a skilled artisan and engineer who can 
create/repair kremmtech. 
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TROLL Links 


Your map to the many hiding places where Tunnels and Trolls hoards are stored. 


Vin Ahrr Vins Trollbridge: https://trollbridge.proboards.com/ 


Tavernmaster Games : http://www.tavernmaster-games.co.uk/ 
Webbed Sphere Inc: https//www.webbedsphere.com/ 


Flying Buffalo Press: http://www.lyingbuffalo.com/ 

Flying Buffalo digital products including Trollszine: https://www.drivethrurpg.com/browse/pub/ 
2238/Flving-Buffalo 

The word from Ken St Andre: https://twitter.com/Trollgodfather 


More words from Ken St Andre: https://www.facebook.com/Trollgodfather/ 
Even more words from Ken St Andre: https://atroll.wordpress.com/city-of-the-gods/ 


Straight to the Source for Kens work: https://www.drivethrurpg.com/browse/pub/9559/Trollhal- 
la-Press 


Sid Orpin's site: https://www.darrghsden.co.uk 


Jeff Freels site: https://jeffwerx.com/ 
Liz Danforth’s site Oakheart: http://wwwizdanforth.com/ 


Steven Cromptons site : https://stevenscrompton.wordpress.com/ 


T&T in France: https://tunnels-et-trolls.eu/ 


Peryton Publishing: http://www.perytonpublishing.com/ 


Bill Pitchers Patreon page: https://www.patreon.com/billpitcher 
Dan Hembree‘ Lone Delver Blog: http://danhemsgamingblog.blogspot.com/ 


Dan Hembree5 Lone Delver Press: https://www.drivethrurpg.com/browse/pub/3094/Lone- 
Delver-Games 


Mark Findlays Khaghbboommm press: https://www.drivethrurpg.com/browse/pub/4780/ 


Khaghbboommm 


Todd Petersen's Facebook T&T campaign: www.facebook.com/groups/TandTonline 
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